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Game Basics 

This section provides a few tips on exploring, battles, managing your inventory, and equipping 

your characters. For more specific information, I urge you to check out the training rooms locat- 
ed in the Sector 1 Slums and Junon. In these areas, you‘11 find complete tutorials for all the basics 

in a graphic demonstration. 

General Tips 

B Save often— you never know what lies around the next turn. 

B Talk to everyone— several times. Some characters wont spill their guts the first time you 
speak to them: however, they'll tell you everything the second and third times around. 

£9 Major events in the game often change what some characters say and do. If something earth- 
shattering occurs, revisit nearby villages to see rf anything has changed 

SI After acquiring a vehicle, leave it in a place where you can easily retrieve it. Otherwise, you 
can easily get completely cut off from your transportation. 

® Riding Chocobos is a fun way to get around quickly, but its not always the best choiceThe 
random battles that occur while traveling between towns are critical for raising your levels 
and fattening your wallet. 

Items 

O Carry lots of Potions, Ethers, and Phoenix Downs. These items help the most during 
battles when your magic runs dry 

® Keep your inventory organized. If things aren't to your liking, group them so that they're 
easy to find and use.You done want to waste time during a battle searching for an X-Podon 
chat you desperately need. 

© Most status effects — either good or bad — only last until the end of a battle. You should carry 
a few of the items that cure such effects (four or five tops) just to be safe. However, don't 
waste Gil loading yourself down with lots of useless supplies. 

0 Look for special items like Power Source and Guard Source to give your characters a 
boose Each "Source” permanently increases one of your characters statistics by a point. 

B There are several items In the game that have no use and just as many that appear useless, 
but in fact aren L Think about where you might be able to use the odd items that appear. As 
your levels increase, some items will become less effective. Potions, For example, will no 
longer heat enough to be worth carrying. 


Weapons & Armor 


B Always equip new armor and weapons when you obtain them. You should occasionally check 
your inventory to ensure you didn't miss the addition of a new item to your inventory, 

Q The strongest weapon is not always the best choice. Always take into account how much 
Materia a weapon can store and what kind of effect it has on the Material growth rate. 

93 You don’t need to purchase each new weapon and piece of armor you find.You should keep 
your main party outfitted in the latest gear, but only buy items for inactive characters if you 
have an overabundance of Gil 

Q Your armor and accessories can seriously affect the outcome of a battle. For example, an 
enemy that uses nothing but water-based attacks will have trouble injuring someone 
equipped with the Water Ring. 

99 Items like the Water Ring enable your party to use normally harmful spells for healing 
purposes. 

■ Choose weapons and armor that best fit the roles you ve chosen for a character Fighters 
need fewer Materia slots than magic users. If you have a lot of empty Materia slots, you may 
not be utilizing the best armor or weapon. 


B Througout your adventure, youll have the opportunity to buy lots of Materia. Although you 
can find most of it just lying around, you may want to buy a second Materia crystal for 
essential spells like Cure and Life. 

M “AIT 1 is one of the most valuable Mateda in terms of eliminating multiple enemies. In addi* 
tion, it can also be teamed up with a Materia that gives the entire party bonuses, like 
“Restore 11 or ‘Time.’* 

B Each Mateda gives the equipped character certain bonuses and penalties. Avoid overloading 
characters with Materia that have heavy penalties or you may seriously decrease the charac- 
ters effectiveness. 

93 Summon Materia is sometimes difficult to find.You should search everything and every- 
where as you explore. If you can’t enter an area at one point in the game, return later and 
the path may have opened. 

Q Some of the most valuable spells cause no damage at alt and are commonly overlooked. If you 
want to master Final Fantasy VI I, you must Icam how to effectively use Materia like 'Time" 
and ‘Mystify “ 


Materia &. Spells 
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Battles 

■ Characters equipped with short-range weapons (swords, staffs* etc.) inflict less damage while 
standing In the back rank. Even ff they’re in the front ranks* they still cause less damage if 
they Ye forced to attack an opponents back ranks* 

M Characters equipped with long-range weapons can attack from the front or back rank 

without weakening their attacks. They can also attack an opponent's back rank without a loss 
of power 

Si You can only hit some enemies (mainly Bosses) with long-range weapons. Even if your char- 
acter's best weapon is best suited for close-range attacks* make sure you keep a long-range 
weapon in your inventory just to be safe. 

■ Each player will progress through the game at a different speed Depending upon how quick- 
ly you find your way around, you may occasionally need to ‘'build*' your levels or fill your 
pockets with Ql.To accomplish this* roam around a town and fight the local hordes of ene- 
mies* resting at an Inn when necessary. 

E3 After becoming familiar with the enemies in an area* take a few moments to re-equip your 
team. For example, if you Ye facing ice beasts, equip lots of “Fire 11 Materia and accessories 
that protect you from ice attacks. 

® Try to focus your party’s attention on a single enemy until its destroyed. This will enable you 
to quickly eliminate your foes while absorbing the least amount of damage. 

® If the enemy a character was assigned to attack dies before the character can attack* he or 
she will randomly attack one of the remaining opponents. It’s best to measure your attacks 
and to assign characters to a different monster if it looks like the chosen beast is about to 
be destroyed. This allows you more control over the situation. 

® Be sure to use plenty of defensive magic to make up for weak armor* A solid barrier is 
sometimes better than a strong piece of armor. 

0 Most creatures have distinct strengths and weaknesses* Pay attention to these things, and do 
your best to capitalize on them. 

® When being attacked from behind, you may want to switch ranks between characters 
because your front fighters will be in the back, and your back fighters will be in the front* 
This is not always worth the effort* but in longer fights it will pay off. 

0 When being attacked from behind or when surrounded, you'll take more damage than usual 
if your opponents hit you in the back. To avoid this situation (attacks from behind), press 
[3] + P] as if to run from the fight, in this scenario, your characters will turn to face the 
enemy* 


At age 21, Cloud Strife leads the life of a mercenary for hire. As an ex-member of Shinra’s elite 
squad known as SOLDIER, his fighting skills are in high demand. Cloud Joins the rebel group 
AVALANCHE for their first strike against one of Shinra's huge Mako Reactors that surround the 
city of Midgar, 

The story line of final Fantasy Vtl revolves around Cloud, in feet, most of the time you’re 
required to have him in your party because he plays a key role in most of the events in the 
game. Over time Cloud proves to be a great asset, because his powerful sword technique is 
nearly unmatched* You’ll want to keep Cloud in your front line most of the time to take full 
advantage of his sword technique. His magic skills are solid, but don’t overload him with Materia. 

Cloud’s Limit Br eaks 

Level 1: 

Braver 

Cloud performs a leaping chop that splits a single 
enemy in two. Unless you’re facing a really strong 
enemy that isn't a Boss, this is usually your best Level 
I Limit Break. The attack is stronger than the 
Cross-Slash, so it usually kills weaker enemies. 

Cross-Slash 

With several powerful slashes, Cloud causes massive dam- 
age to a single opponent. If the enemy survives the attack, 
there is a chance that it may cause paralysis* It can't para- 
lyse enemies who are normally immune to paralysis* like 
most Bosses, 

Level 2: 

Blade Beam 

Waves of energy rush from Cloud s sword and collide 
with a single enemy.The remaining energy then splits 
into smaller, weaker waves, hitting any remaining ene- 
mies.This attack is great against a large group of 
weaker enemies. Always target the strongest enemy in the group, because the initial wave causes 
about three times as much damage as the smaller secondary waves. 






Climhazzard 

Cloud skewers a single enemy and then leaps high into the 
sky to cause greater damage. This is best used against a 
single opponent or any really strong opponents you 
encounter. Eventually the Blade Beam attack will become 
ineffective, but the Cl im ham rd attack should be useful 
throughout most of the game. 

Level 3: 

Meteorain 

While leaping into the air, Cloud unleashes a barrage 
of meteors upon a group of foes causing up to four 
separate hits. This is actually best used against a single enemy, unless the targeted group is fairly 
weak. Used against one opponent, this attack can cause as much as 12,000 points of damage. 





&ar~ H Finishing Touch 

Cloud creates a large 

^ ' whirlwind that sucks a 

^ 4- Hptip group^of opponents 

to»!gimari^ into 

hi 1. ■! -HI wh ir h CaUS '^^BLv 

es them to either immediately perish or suffer 
extensive damage from falling back to the ground, Jm 
Most opponents will simply perish, but larger 
creatures like Bosses will always fall back to the 
ground. Save this Umit Break for groups — it's com- 
pletely wasted on a single enemy. 


Level 4 


Omnislash 

Cloud assaults his opponent with a long series of powerful 
sword attacks, This can be used against a single opponent 
or a group; either way, this is an extremely powerful 

H Ki 7 rect sword in hand, 

the fabled "Knights of the 
Round" Materia, 






Barret is the 3 5 -year-old leader of the rebel team known as AVALANCHE, He leads the team in 
the quest to stop Shinra's Mako Reactors and save the life of the planet. Although he is truly 
devoted to the team, Barret often regrets having to leave his young daughter* Marlene f alone or 
in the care of others, Barrett motives are unclear, but most believe chat Shinra was somehow 
responsible for the death of his wife. 

Although he may not look it, Barret is one of the most versatile characters in the game. Unlike 
most, he has weapons for dose- and long-range combat* which enables him to perform well in 
either rank. You'll want to keep Barret in the back rank most of the time* because this enables 
him to cause heavy damage without taking an equal amount in return. Avoid loading Barret up 
with Materia chat reduces his hit points and strength. You may want to use him as a damage 
magnet later, and if so he'll need to be as strong as possible. 





Barret’s Limit Breaks 


Level 1: 


Big Shot 


Level 2: 


Grenade Bomb 

Targeting an entire group of enemies. Barret launches 
a deadly grenade into the enemy ranks. This is typically 
the Level 2 Limit Break of choice. It causes a decent 
amount of damage to entire groups of enemies. 


10 Barret Wallace 


Barret fires a large ball of energy from his gun, which 
causes massive damage to his opponent. For the first 
portion of the game the Big Shot should come in really handy, 
however* it quickly becomes obsolete as your enemies increase in strength. 

Hindblow 


Barret fires a large ball of blue energy from his gun, which 
depletes his opponent's magic points. Such attacks often go 
unappreciated, but the Mindblow can turn a fierce magic 
user into a helpless wimp. 





Hammer blow 

Barrec's powerful punch sends an enemy into orbit, Barret can completely 
remove an enemy from combat with the Hammerblow, but the attack is 
best used against individual non-Boss monsters, The Hammer-blow doesn't 
cause any direct damage, so it's 
worthless against Boss creatures. 



Level 3: 




Satellite Beam 

Proving he has friends In high places, Barret calls for the 
ultimate air strike against a group of enemies. The beams hit 
about 3000-4000 points of damage on each creature. 
Although this attack is great against a group of enemies, it's 
considerably less effective against a ione attacker. 

Ongarmax 

Lock and load! Barret dumps a large amount of ammunition into a group of 
enemies causing massive damage, The Ungarmax hits more times than the 
Satellite Beam, but the hits are weaker. 


Level 4: 



Catastrophe 

Barret uses his gun arm to hover over a group of 
enemies, and then burns them to a crisp with a 
super-heated plasma blast. As you might expect, this 
is the best of Barret’s limit Breaks, it 
against a group or a single enemy. It does 
downside: Because the attack isn't focused, 
a single enemy won’t fee! the full force of 
the blow. 





LOCKHEA vT 

Tifa and Cloud were childhood friends, but parted ways when Cloud left his hometown of 
Nibelheim to join SOLDIER. When her parents died,Tifa also left Nibelheim and headed for 
Midgar, Soon after opening her bar,Tlfa*$ Seventh Heaven, she met Barret and joined his ragtag 
group of rebels known as AVALANCHE. It’s her goal to make sure Cloud remains with 
AVALANCHE after his first mission with the team. 

When fighting, Tifa lets her fists do the talking. Her attacks are generally weaker than Cloud's 
and Barret's, but from early on her chain of Limit Breaks is by far the best thing going. Instead of 
selecting a single Limit Break, each new attack adds to the chain for a total of seven devastating 
hits. If she can score “Yeah!" on the twirling sloes, she causes extra damage. If she stops a slot 
on "Miss; 1 she misses with that part of the combo, Tifa should always be a frontline fighter, but 
may have trouble contributing during some Boss fights. 

Tifa’s Limit Breaks 

Level 1: 

Beat Rush 

Tifa unleashes a quick combo against a single enemy for the first part of 
her Limit Break combo. 


Somersault 

Tifa punishes a single opponent and shows off a little with 
this flipping kick. The Somersault tacks on another hit to 
her Limit Break combo. 


Water kick 

The third part of Tifa p s combo is a quick elemental 
wave of water that washes over an opponent. 
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Tifa Lockheakt 



Level 3: 




Final Heaven 

Focusing her energies into her fist t Ttfa hits the 
enemy with the force of a nuclear explosion* 


Dolphin Blow 

Tifa calls on her fishy friend for this watery uppercut and tacks on hit num- 
ber five. 


Level 4: 


Meteor Strike 

After grabbing her opponent. Tifa jumps Into the heavens 
slamming down her 
opponent hard. 







A beautiful 22-year-old, Aeris is a bright spot in the middle of a dark and dreary town. While 
selling flowers near AVALANCHED first target, Aeris' life was forever altered after a chance 
meeting with Cloud, Because of her mysterious background, Shinra has pursued her for most of 
her life. Now she must fight against those who would enslave her and destroy what she holds 
most dear, 

Aeris is the closest character Final Fantasy VII has to a dedicated magic user. Her physical attacks 
are fairly weak, but she possesses great skill with Materia and its various forms. Due to this odd 
balance, you should put her in your back line and load Her down with Materia, Let Aeris devote 
her energies to spell casting while her teammates concentrate on inflicting physical damage. This 
also takes advantage of her defensive-based Limit Breaks. 

Aeris’ Limit Breaks 


Level 1: 

Healing Wind 

Aeris restores the party's lost Hit Points with this 
heavenly breeze. 

Seal Evil 

Aeris casts a mystic spell on a group of enemies, causing 
them all to stop and become silenced. 




Level 2: 


Breath of the Earth 

Magical beams of light cure the party of any existing 
negative statuses. 
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Fury Brand 

Sacrificing her own Limit Attack, Aeris blasts the party 
with Holy power which instantly fills each of her 
allies' Limit gauges. 


Level 3: 



Planet Protector 

Aeris forms a protective barrier around the party that 
makes them temporarily invulnerable. 


Pulse of Life 

With a quick word of prayer, Aeris com- 
pletely cures the party of any ailments 
and restores any lost Hit Points or Magic 
Points, 


Level 4: 


Great Gospel 

Aeris summons the heavenly host and the party is 
fully recovered and made temporarily invulnerable 






Although his fiery red fur may make him look tike a wild animal, Red XI Ws intellect is well above 
that of most humans. Not much is known about Red XIITs origin. He's currently being held cap- 
tlve in Shinra’s headquarters where he's forced to participate tn their twisted experiments. 

Red XIII is strong at both physical and magical combat, His sharp teeth and daws work well 
with his close- range fighting style, however this limits his combat options and forces him to take 
a spot on the front line. There is a long range weapon for Red XI If, but It lacks Materia slots and 
forces him to act as a fighter Red XIII makes a solid magic user when loaded down with 
Materia, but performs best with a more balanced approach. Its best to always take advantage of 
his physical strength as well as his startling intellect. 

Red XIII’ s Limit Breaks 


Level 1: 


Sled Fang 

Red XIII charges through an opponent causing a large 
amount of physical damage. For a while this may be 
die only long-range attack Red XIII has, so it's sure to 
come in handy. However, it will become obsolete by 
the time you receive Blood Fang, 




Lunatic High 

A glowing light covers the party and Haste is cast on every- 
one, Until you've purchased the H 'Time" Materia, the Lunatic 
High should come in handy during major battles. 


Level 2: 


Blood Fang 

Red XIII charges through an opponent causing more 
physical damage chan the Sled Fang attack. He also 
gains a small amount of Hit Points and Magic Points. 
This attack isn’t much different from the Sled Fang 
attack, but it's nice for eliminating an opponent and 
boosting Red Kill's MR 




' 



Stardust Ray 

Red Xll's howl summons a duster of felling stars, 
which causes severe damage to groups of enemies. 

Unless you need the MR boost, stick with the Stardust 
Ray during fights. It inflicts considerably more damage 
to a group or a single enemy than the Blood Fang. 

Level 3: 

Howling Moon 

The full moon drives Red XIII into a rage, casting Berserk and Haste on him for 
the remainder of the battle. This attack has some obvious advantages and disad- 
vantages. Using this attack, Red XIII can attack quickly, but he can no longer aid 
the party with magic or any kind of special attack. 




Earth Rave 

Red XIII attacks a group of enemies with a series of 
five elemental attacks. In the end, the Earth Rave will 
prove to be more beneficial than the Howling Moon. 
It causes a large amount of direct damage without 
committing Red XIII to a single attack pattern. 



Level 4: 





\ 
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Cid is an expert pilot and mechanic who dreams of one day becoming the first man in space. 

His dream would have been fulfilled* but he aborted a launch in order to save the life of one of 
his crew. Now he spends his time trying to repair his inoperable rocket in the hopes that Shinra 
may one day reinstate its space program, giving him another chance at fulfilling his dream. 

With his lance in hand* Cid is always prepared for battle. His fighting skills are top-notch and 
come in handy throughout most of the game. His Limit Breaks are very helpful when fighting the 
evil hordes that threaten to consume the land. You'll notice that they all cause direct damage 
rather than affecting status or healing the party. Cid's statistics are pretty average all the way 
around* which can help or hinder his performance depending upon how he is equipped. 


Cid’s Limit Breaks 


Level 1: 

Boost |ump 

Cid vaults into the air and crashes down on a single 
opponent's head, This is a straightforward attack chats 
your best bet for killing a single enemy early on. 

Dynamite 

Gd produces a large stick of dynamite that he hurls into a 
group of enemies. Once Cid learns the Dynamite Limit 
Break, it $ unlikely you'll ever use the Boost Jump again. 
Dynamite causes a fair amount of damage to each monster 
In a group, but the effect isn't cumulative like Big Brawl or 
Dragon Dive. 


Level 2: 

Hyper jump 

Cid leaps into the air and drives his weapon deep into 
the ground, causing a huge blue explosion that dam- 
ages an entire group of enemies, This is basically a more powerful version of the Dynamite Limit 
Break; it's great against a group, but loses something against individual opponnents. 
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Cid High wind 







Dragon 

Cid summons a dragon to attack one of his enemies. The 
dragon injures the victim and transfers the Hit Points and 
Points back into Cid. This is the best Level 2 attack 
a single creature. It's also effective when Cid needs a 
boost to his MP; the HP boost is insignificant. 


Level 3: 


Dragon Dive 

Cid repeatedly pounces on a group of opponents. 
Each attack creates a large explosion that causes 
heavy damage to a single opponent The Dragon Dive 
is the stronger of the two Level 3 Limit Breaks, but it 
connects against the enemy fewer times. 


Big Brawl 

shows off 
his fighting skills 
by leaping into a 
group of enemies 
and crushing them 

with a series of blazing-fast attacks. The Big Brawl hits for less 
each time, but It hits more times than the Dragon Dive. 


Level 4: 


Highwind 

Cid calls on the Highwind for assistance. The ship’s 
crew answers by unleashing a huge salvo against the 
opposition. This is a great attack against a single enemy 
or a huge group. Each missile causes several thousand 
points of damage 
to most enemies, 
plus the total 
damage is cumu- 
lative. 






YUFF .E 
KISARA 


Ui 


This 1 6-year-old ninja spent most of her time preying on helpless travelers until she met up 
with Cloud's party. Although she is reluctant to join AVALANCHE, her ulterior motives give her 
reason to tag along, if only temporarily. Her clever wit and ninja skills coupled with her selfish 
ways will either make her a powerful ally or a serious pain in the neck, 

Yuffie isn't one of the strongest team members, but her Limit Breaks are powerful. Her weapons 
enable her to attack from a distance without penalty. Keep her in the back rank and outfit her 
with plenty of Materia. Although this tactic will lower her Hit Points, her position in the back 
rank should keep her safe. 


Yuffie’s Limit Br eaks 

Level 1: 

Greased Lightning 

Yuffie hits a single opponent with a quick attack that 
causes massive physical damage. Greased Lightning 
does enough damage to eliminate weaker opponents, 
but it's well outdated by the time you receive the first 
ofYuffte's Level 2 Limit Breaks. 

Clear Tranquil 

A blue orb surrounds each party member and restores a 
small portion of each character's Hit Points. Early on, this 
Limit Break is helpful for curing your allies, but the amount 
of damage enemies cause plus the party's increased HP will 
soon be too much for Clear Tranquil to be effective. 

Level 2: 

Landscaper 

Yuffie causes a large tremor that forces the ground 
beneath a group of opponents to rise and explode, 
which causes massive damage to her enemies* Use this 
Limit Break solely against groups of enemies, The dam- 
age isn't cumulative* so its effect is drastically reduced 
against a lone enemy* 
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Yuffie Kisaragi 





Bloodfest 

Yuffie attacks a group of enemies with a scries of 10 deadly blows. Unlike 
the Landscaper, this is effective against a group or a single enemy. The indi- 
vidual attacks are weaker than the Landscaper's single attack So its wise to 
limit its use to small groups. 
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Level 3: 











Gauntlet 

Summoning a blue vortex beneath her opponents.Yuffte caus- 
es a large amount of damage to an entire group of enemies. 
Gauntlet causes a large amount of damage, but its not cumu- 
lative. Keep It reserved for large groups of enemies or at least 
weak groups. 



Doom of the Living 

Much tike the Bloodfcst atcack.Yuffie moves about the screen and hits her 
opponents with a long scries of deadly blows. The onl 
between the two is the amount of damage inflicted. Th 
attack is cumulative, which makes it better against a sin 


Level 4: 


All Creation 

Yuffie blasts her opponents with a huge beam of 
iridescent light. This attack 
causes a huge amount of 
damage to a single enemy 
or multiple enemies. 



Although Cait Sith’s fortune telling ability may not impress you. his fighting skills are a sight to 
be witnessed, The party first bumps into this joker while wandering around the Gold Saucer. 

Cait Sith eagerly joins the group to see if his predictions prove to 
be true. 

Cait Sith Isn’t much of a fighter, but his Mog relies on close-range physical attacks. His true 
strength lies in his various Limit Breaks. You'll notice that he has only two: Dice and Slots. Dice 
grows with power over time and can prove useful even late in the game. Slots is actually seven 
separate Limit Breaks. The outcome depends on the combination created when all three slots 
are stopped Although these Limit Breaks may seem unpredictable, they can cause serious dam- 
age even at the lowest levels. Cait Sith's stuffed body can take quite a bit of damage, so keep this 
hulk up front unless you decide to load him up with Materia. 


Cait Sith’s Limit Breaks 


Level 1: 

Dice 

Cait Sith throws several dice onto the ground.The resulting score deter- 
mines how much damage is inflicted to a single enemy. This Limit Break 
grows over time, making it possible to cause larger amounts of damage. 

Level 2: 




Slots 


The gambling cat plays his luck against his own slot machine. There can be many 
different outcomes, and as you might guess, the more effective outcomes are 
tougher to get. Occasionally, you 11 actually have a particular outcome forced on 
For example, the slots often stop on the Mog Dance and Toy Soldier with- 
out the player actually having to time anything. The various effects are: 



H Stars ~ Mog 

A tiny Mog appears and restores 
party’s HR MP, and status. 


Donee 

the 
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Cajt Sith 




3 Kings = Toy Soldier 





3 Bars - Summon 


Gait Sith uses a randomly determined 
summon spell. 


= Transform 


Call Sith transforms into a giant version of himself- His 
teammates disappear for the moment, but return at the 
end of the battle. Only Gait Sith gains experience from 

the battle, and the entire party's HP is reduced to 3333 while 
their MP is reduced to 333. 


Hearts ~ Lucky Cirl 


Six toy soldiers appear and attack any 
enemies that are present. 


Party's hit percentage is 
I 00. Ensures perfect 
attack ratio against all 


enemies. 


~ Death to AH 



This is the unlucky roll. The entire party 
is instantly consumed by death,.. Game 
over. Don't worry, this is extremely rare. 


3 Cert Srth = Instant Victory 


All enemies present are instantly killed. This is 
difficult to get and never seems to be forced 
on the party. 


I 









Talk about a dark presence, Vincent sends chills down the toughest persons spine. Although he 
may look evil at first, there’s a good soul trapped beneath his dark exterior. Vincent’s plight is yet 
another example of Shlnra’s warped experimentation; however, there’s more to this story than 
just bungled scientific research, 

Vincent is a strong fighter, much like Barret* He's also quite competent with Materia and makes 
good use of It from the back row. His Limit Attacks are powerful, but sometimes unpredictable. 
Once he transforms, you’ll no longer be able to control Vincent. Make sure you're familiar with 
your enemy's strengths and weaknesses before Vincent transforms, or you may end up helping 
your enemies more than hurting them* Vincent will not join your party on his own. Refer to the 
section on how to find Vincent Valentine for more information. 

Vincent’s Limit Breaks 




Level 1: 

Galian Beast 

Vincent transforms into a purple beast with horns that attacks with fire -based attacks. 

Beast Flare 

Launches several orbs that explode and cause damage to a group of 
enemies. 

Berserk Dance 

Performs a combo attack against a single enemy. 

Level 2: 

Death Gigas 

Vincent transforms into a Frankenstein creature with powerful physical attacks and a lightning 
elemental attack. 





Vincent Valentine 






■■■■HP 


Live wire 

Attacks an entire group with an electrical charge. 

Level 3: 



Hel l masker 

Vincent transforms into a chainsaw-bearing maniac who may look very familiar. He can attack 
with his weapon or he can cause several negative status effects. 





Vincent transforms into a huge, winged demon. 
Unlike his other forms, Chaos uses attacks that 
aren't elemental based. Therefore* you won't find 
him suddenly healing your opponents. 


Chaos Saber 

Acts like Slash-Ail* but doesn't rely 
on Vincents weapon to determine 
damage, 

Satan Slam 

A large skull is created under the opposi- 
tion, Any enemies that aren't instantly killed 
are hit by flaming skulls. 


Sp latte room bo 

a single enemy five times with his chainsaw. 


Level 4: 

Chaos 


Nightmare 

One enemy is hit with several 
status effects including Mini* 
Frog, Sleepel, Mute* and 
Confusion. 




Making Sense of Materia 

The one question JVe received the most Es "How do you use Materia?" In hopes of 
answering hundreds of cries for help, IVe created this chapter. It contains everything you 
need to know about Materia, how it grows, what to equip, why to equip it, and how to 
make game winning Materia combinations. 


Materia Types 

There are five types of Materia: Independent, Support, Command, Spell, and Summon. 
Each of these types works in an entirely different manner. For some people, figuring out 
how to make these five types of Materia work together is the biggest stumbling block. 
However, you'll never be able to properly combine Materia if you don't fully understand 
how each type is used. 


Independent Materia 
(Purple Materia) 

This type of Materia is used to enhance a character's statistics and often to give a char- 
acter an extra ability. Typically, Independent Materia can't be combined with other types, 
which makes them ideal for those unattractive, single Materia slots. There are a few 
exceptions, but well deal with those later. 

Statistic raising Materia are obviously the most common in this category. Most give your 
character a substantial percentage-based boost to one statistic once the Materia has 
had a chance to grow. The most useful types are HP Plus and MP Plus, because they 
can raise a character's Hit Points and Magic Points far above where they actually should 
be. They also help counter the negative effects of Magic and Summon Materia, which can 
often cut a character's HP down to nothing. 


The remaining Independent Materia are just as useful. Some, such as Chocobo Lure 
and Underwater, have very specific uses that you may only need a few times during 
your adventure. Others become more and more useful throughout the game. For exam- 
ple, Counter Attack enables the equipped character to counter attack any creature 
that causes damage to him/her. Long Range removes the penalty a character's attack 
suff ers fo r attacking with a short-range weapon from the back row. It also enables the 
chgf^Ibter to attack flying creatures or to strike an enemy across a gorge. 
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Support Materia 

(Blue Materia) 

Unlike the other four types. Support {Materia only works when paired with a Spell, 
Command, or Summon Materia, Equip it by itself and it gains experience, however, it 
won't aid your character in any way. Support Materia are the true building blocks of 
every Materia combination. 

By far the most useful Support Materia is the AH, When it is combined with Magic, the 
equipped character can hit an entire group of enemies or allies with a spell at no addi- 
tional cost. This is especially useful when dealing with large groups of enemies with a 
weakness to one type of magic. For example, when facing a large group of weak 
mechanical creatures, a spellcaster can take out the entire group with a single Bolt-All 
(a Lightning Materia combined with an All Materia). 

Some other useful Support Materia include the rare Final Attack and Quadra Magic 
Materias. Final Attack enables a fallen comrade to perform one last action when his/her 
HP runs out. When combined with a Revive Materia (which revives fallen characters), 
it grants near Invulnerability as long as the equipped character's MP doesn't run out. 
Quadra Magic enables a character to cast a speli four times In a row, but only uses 
the MP necessary to cast the spell once. 

Command Materia 
(Yellow Materia) 

Characters begin the game with only two commands: Attack and Item. By equipping 
Command Materia, characters gain new attacks or commands. Some increase the num- 
ber of times the character can attack or give the character a single powerful blow. 
Others give the character a unique skill that enables him/her to perform two actions in 
a turn or to acquire items by stealing from or morphing an enemy 

It's difficult to single out a particular Command Materia: each one is valuable in its own 
way. Perhaps the ones you'll use the most are Steal. Deathblow, and Manipulate. 

Steal enables the equipped character to steal valuable items from your enemies. This is 
often the best way to upgrade your party's equipment, because enemies often carry 
weapons and armor better than those you can purchase. Deathblow enables a character 
to perform a critical hie on command, however, it lowers the character's hit percentage. 
Manipulate is valuable for learning enemy skills, because some skills must be forced out 
of an opponent. Also, a controlled enemy can't attack the party unless you teUJt too, 
which has obvious advantages. 



The most unique Command Materia is the Enemy Skill Materia.This crystal has no 
powers of its own, but it enables the equipped character to learn powerful skills from 
your enemies. These skills are often better than the spells provided by Spell Materia. 
There is a down side though:The only way to learn the skill is to get hit with it while 
wearing the Enemy Skill Materia. You’ll find hints about learning Enemy Skills scattered 
throughout the walkthrough, plus you’ll find a dedicated section on Enemy Skills at the 
end of this chapter. 

Spell Materia 

(Green Materia) 

This is by far the most common type of Materia. By equipping a Spell Materia, a charac- 
ter gains one or more spells which can be used in battle. As these Materias grow, so do 
the spells, which increases the spell’s attack/ healing powers. Spel! Materia can be broken 
Into two groups: attack and support. 

Attack spells are classified as any spells that cause physical damage to a target. They can 
usually be paired with Support Materia to increase the spell’s effect, but a few are so 
powerful that they won't combine with anything. Spells are also typically elemental- 
based. For example, a Bolt spell is a Lighting elemental attack. This is important to know, 
because most enemies are immune to or weak against at least one type of element. Take 
an ice creature, for example. Such an enemy is weak to Fire-based spells, but can actually 
absorb the power from an Ice-based spell turning it into HP in the process. None- 
theless, you’ll find that much of the strategy in this book relies on using attack spells to 
defeat monsters. Just pay special attention to the creatures in an area and customize 
you party’s equipment to take advantage of any weaknesses. 

Support spells are spells that in some way strengthen or rejuvenate the party. The most 
common is the “Restore” Materia, which comes packed with several HP restoring 
Cure spells. This is often the most overlooked category and perhaps the most vital. By 
learning to use support spells, you can strengthen an otherwise wimpy party into a lean, 
mean, fighting machine. Pay special attention to spells like Barrier, M Barrier, and Wail that 
cut damage in half. Combine these with Haste and Regen, and you’ll take the worry out 
of major battles. 



ft 
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Summon Materia 

(Red Materia) 

These are the rarest types of Materia and also the coolest Each one summons a mystic 
creature to aid the party in battle. Summon spells are often the strongest type of attack 
magic, however, they grow slowly and are often difficult to acquire. Still, you should do 
your best to collect them all before the end of the game. 

Just like Magic Materia, Summons are often elemental-based. Therefore, you need to 
keep a watchful eye on the enemies' strengths and weaknesses or try to limit your 
usage to those without an elemental base. 

By the way, the strongest attack spell in the game is a Summon Materia, its known as 
Knights of the Round and can only be acquired by gamers with a whole lot of time 
and patience. This spell summons thirteen knights that each cake turns dealing 5000- 
6000 points of damage to one or more enemies. This means you can inflict close to 
80,000 points of damage to a single character with just one casting! That's more damage 
than most Bosses can take. 

Materia Growth 

Each time your party wins a battle, they gain EXP and A P Once a character has accumu- 
lated enough EXP, he/she goes up a level, which increases everything from attack 
strength to HP AP works basically the same way, but for Materia; equipped Materia gain 
AP after every battle.The amount of AP gained depends on the weapon or armor 
they're equipped in, but we'll talk about that later. Once a Materia crystal has accumulat- 
ed enough AP it goes up a level, which often unlocks a new spell, attack, or increases the 
number of times the spell can be used in a single battle. If the Materia reaches Its maxi- 
mum amount of AP (known as Mastering a Materia), it divides and a new crystal is born. 
These new crystals are used the same way their parents are, however, they start off at 
zero AP 

Earlier I mentioned that Materia grows at different races.This depends solely on the 
weapon or armor a crystal is equipped in. Each weapon and piece of armor has a 
growth rate that is shown under the items' Materia slots. There are four possible 
growth rates: Normal, Double, Triple, and Nothing. 
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The most common is normal, which is a one-to-one ratlo.The amount of AP gained at 
the end of battle is exactly what the Materia receives. These weapons typically hold the 
most Materia, but it makes for an extremely slow growth cycle. 

Items sporting a double growth rate give equipped Materia twice the AP.These items 
only hold a few crystals, however, they’re typically the best choice if you’re trying to 
increase you Materia s growth rate without taking a break from the adventure. 

Triple growth rate items are extremely rare and usually only hold two or three Materia 
at a time. However, if you’re just interested in leveling up your Materia, you must make 
use of these items. In fact, using these items is about the only way to earn the special 
Master Materia, which requires you to max out or master almost every Materia in a 
particular group. 

There are very few items that don't allow Materia to grow, but they do exist. For exam- 
ple, the ’’wacky" weapons you’ll find for each character {Cloud’s Nail Bat, for example) 
don t even have Materia slots, so they have a growth rate of zero. Also, the ultimate 
weapons keep Materia from collecting AP, however, they have eight linked slots each. Just 
make sure chat if you equip an ultimate weapon that you only place mastered Materia in it 

Now let’s say you have an Ice Materia equipped in the Apocalypse sword, which is one 
of Clouds many weapons. After a battle, your party receives a total of 100 AP. Because 
the Apocalypse has a triple growth rate, the Ice Materia actually gains 300 AP. For this 
example, let’s say this puts the Materia at a total of 2000 AP which is enough AP to 
cause Ice to level up. Now Cloud can use both the Ice and Ice2 spells while having the 
level-upped Ice Materia equipped. 

Also, keep in mind that Materia equipped on a character will often grow at different 
rates, because the equipped weapon and armor may have different growth rates. Keep 
this in mind when equipping a character. You’ll probably want to put Materia that require 
a lot of AP in double and triple items, but simple Magic crystals will level up quickly even 
in a weapon with a normal growth rate. 

Equipping Materia 

When equipping Materia you need to keep several things in mind Materia growth is 
obviously a large factor, but you'll also need to keep in mind what combinations you 
want, what combinations you need, and whether the Materia will work where you're 
placing them. Ids all pretty easy, but we'll touch on it just for good measure. 

There are some combinations you'll probably want to have equipped constantly. For 
instance, its always a good idea to have two or three characters equipped with the 
Restore-Alf * Materia combination so that you can heal everyone in a single shot. 



You should also have a character equipped with the "Time-All” combination so that 
you can easily cast Haste on your entire party. This means you'll always need to have a 
few slots reserved for necessary combinations. When equipping your Materia.be sure to 
equip these combinations first and then fill in the remaining slots with whatever you 
like. 

Since linked slots are valuable, try to place Materia that don't need to be linked in single 
slots. For instance, Independent Materia don’t need to be linked with anything else, so 
they work extremely well in single slots. Early on this won’t be much of a problem 
because you'll have less Materia than slots. 

Also, be sure to check that the combinations you’ve created are actually doing what you 
thought they would.You can check this by looking at your character's status in the game 
menu. Combinations with Elemental and Added Effect in them work completely dif- 
ferently depending on where you put them. 

Last but not least, try not to overload anyone with Materia. Most Materia alter your 
character’s stats and not always in a positive way. If you load someone up with nothing 
but Summon Materia, you'll end up with a powerful magic user that has twelve HR 
Needless to say. the character wouldn’t survive long in. later areas of the game. 


Combining Materia 


So now you know ail about your Materia, but you're wondering how they interact. Most 
people can grasp the basic idea that two Materia in linked slots may have an increased 
effect, but they don’t realize that you can link together as many as sixteen Materia. But 
before wc get into that, let’s take a look at some simple combinations. 

The most basic Materia combination is combining an “All” Materia with a Spell 
Materia. This makes it so that the combined spells can be used against an entire group 
instead of just a single target. You'll probably use these combinations the most. Be care- 
ful when making these combinations, because some Materia can’t be linked to an "All." 
For instance. Comet already targets a group, so ’’Ail’’ isn’t necessary. Full Cure would 
work great with an “All," but it can’t be linked with one. Why? It just doesn’t. 

Support Materia, like the “All" are used for creating all kinds of simple combos. Most of 
them work well with Spell, Summon, and Command Materia, 1 mentioned earlier how to 
use Added Effect and Elemental.These two can actually draw out special powers you 
didn't even know existed. For instance, there's no way to know that Contain combined 
with Added Effect can cause or defend against Confusion. Stop, and Petrify.The best 
thing to do is try combining things with Added Effect and Elemental, then check out the 
effects by using the Status option. 
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You can also use simple combinations to take the risk out of some actions; Combine a 
Deathblow and an Added Cut and you make up for Deathblow's low hit percentage. 
Even if it misses, you'll still do normal damage. You can combine Deathblow and Steal 
As Well to create a stronger Mug attack.There are lots of simple combinations you can 
make. Experiment a bit and see what you come up with* 

Now lets look at how you can combine two pairs of combined Materia, I know it does- 
n’t sound possible* but the concept is really simplistic. The only thing you'll need is multi- 
ple copies of one Spell, Summon, or Command Materia. 

This works best by example* so try to follow along. Try equipping these two combina- 
tions on one character: Bolt^ — HP Absorb and Bolt*— Added Cue. If you check your 
equipped spells, you'll notice that the Bolt spells only appear once even though you have 
two Bolt Materia equipped. Because of this* the game now sees the two Bolt Materia as 
one, but it also still recognizes that HP Absorb and Added Cut are combined with Bolt, 
Now try it out in battle. Your character will absorb some HP from the Bolt spell* then 
will immediately follow up with the Added Cut, Get the idea yet? 

Now you can use the same principle to combine sixteen Materia. The catch is you'll 
need eight of one Materia and a bunch of Support Materia, Honestly, these types of 
combos are more for show than anything else* because they completely tie up one char- 
acter's abilities. 

One last thing about combining Materia. Summon Spells have somewhat hidden elemen- 
tal stats. Look at the area next to the Materia s name in your equip screen and you'll 
see the Summon’s elemental class listed in white. Pay special attention to these and try 
combining them with Elemental Materia for some cool combos. 


Combos 

The following are some cool and useful combinations. Equipping any one of them will 
improve your abilities in battle. 

Simple Combinations 

Added Effect + 

These combinations are for Added Effect combined with another Materia. When placed 
in a weapon* the effect is against an opponent* but the combination provides protection 
when placed in armor. 
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Added Effect — Contain 

Causes or blocks Confusion, Stop, and Petrify. 

Added Effect — Poison 

Causes or blocks Poison, 

Added Effect— Seal 

Causes or blocks Sleepet and Silence* 

Added Effect — Mystify 

Causes or blocks Confusion and Berserk. 

Added Effect — Time 

Causes or blocks Slow and Stop. 

Added Effect — Destruct 

Causes or blocks Death* 

Added Effect — Transform 

Causes or blocks Frog and Small. 

Added Effect — Hades 

Causes or blocks Sleep, Poison, Confusion, Silence, Frog, and Small. 

Added Effect — Choco/Mog 

Causes or blocks Stop* 

Added Effect — Odin 

Causes or blocks Death. 

Elementa l + 

The following combinations rely on combining a Materia with an elemetal base. When 
placed in a weapon, it gives the attack an elemental base; when placed in a weapon, it 
provides protection against the element. 

Elemental — Poison/Gravity/Lightning/Earth/lce/Fire 

Protects against or alters attack with the equipped element. 

El emental — Ty poo n/Phoenix/Alexan der/Levi athan/Titan/Ramu h/ 
ifrit/Shiva/Choco/Mog 

Protects against or alters attack with equipped summons elemental base. 






33 


Counter + 


Multiple Counter Attacks 

Equipped character counters once for each equipped Counter Attack, 

Command Counter — Mime 

Counters with the last action used by the party; unpredictable but powerful. 

Command Counter — (any Command Materia) 

Counters with combined Command Materia, 

Magic Counter— (any Spell or Summon Materia) 

Counters with combined Materia, 

HP Absorb/MP Absorb + 

HP Absorb/MP Absorb — Deathblow 

Restores more HP/MP than a normal attack. 

HP Absorb/MP Absorb— Steal [Mug] 

Enables you to steal some HP/MP along with an item. 

MP Absorb — (Most Spell Materia) 

Reduces MP consumption by restoring a small portion after the spell 
hits successfully. 

Final Attack + 

Final Attack — Revive 

Instantly heals a fallen warrion 

Final Attack — Phoenix 

Instantly heals a fallen warrior and his/her comrades. 
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Quad Magic + 


Quad Magic — (most Magic) 

Casts the attached spell four times in a row. 

Quad Magic — (most Summons) 

Casts the attached summon four times in a row. 

Complex Combinations 

Mega-All, Deathblow — HP/MP Absorb 

Restores a large amount of HP/MP while causing damage to all opponents, 

Mega-All, Steal [Mug] — HP Absorb/MP Absorb 

Damages and steals from all opponents while restoring HP/MP. 

Cover, Counter Attack, Counter Attack, [Command] 

Counter— Deathblow 

Covers for other characters and immediately counters three times, finishing with 
Deathblow, 

Knights of the Round — W-Summon, Mime 

Can infinitely cast the most powerful summon for only SOO MB With three Mime, 
everyone can repeat the summon for an incredible chain effect. 

Sneak Attack — Knights of the Round 

Enables you to begin battle by casting Knights of the Round, 

Sneak Attack — Deathblow, Mega-All 

Begins battle by hitting all opponents with Deathblow, 

Sneak Attack — Steal [Mug], Mega-All 

Begins battle by causing damage to each enemy while stealing an item from each 
enemy, 

Pre-Emptive, Sneak Attack — Knights of the Round, HP< — >MP 

Gives the party the jump on opponents and enables them to begin combat with 
Knights of the Round, Character with HP<- ->MP can use attack repeatedly without 
a need for rest. 
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CHOCO BILL’S 
GUIDE TO 
CHOCOBOS 



Do you love Chocobos? Have you ever wanted to race 
Chocobos at the Gold Saucer? Or would you like to see the 
world the way it was meant to be seen, from the back of your 
very own Chocobo? Well, Choco Bill's Chocobo Ranch is here 
to help you make your dreams come true. With our help, you'll 
soon be breeding your very own world-class Chocobos* 


What Are Chocobos? 


Chocobos are fun loving creatures with gentle demeanors. 
When properly trained, they can become pets, help with 
industrial projects, or act as transportation* You can often 
find them in the wild, normally around grassy plains* Just 
look for their tracks. 

How Can I Get a 
Chocobo? 



SHTOK T ON GASH? ChoCO Billy has ulen KNOWN rO somi.- 


i " 1 

riMBS »koi* a Materia <m TWO, li you slowly walk south 


' ' ?f<ened ' OwcoboLurc ‘ v^tr 

I'KOM Ti ll; BOTTOM Of THE CllOUOUO P£N YOU *14, N’OTICfi 



A WHC.il I 1,01 OF ALULA YOU NOHMAI.I.V DOM'l S(ll\ JUST TO I OKI IT 
LOOKS 1 IKE YOU’RE GONNA LEAVE I J li: IIANOI. HEAD RIClIt AND 
1 YOU 'LL MND A I.ONR50M? CHOCOBO 1 . 1 ; KL TAKING IN THU GRASS, 


YOU OUST POCKKT IT IF MATftAIA ANI> KliKP YOUH Oil . IT MIGHT 



EVEN TI AGH BllJ.V A LESSON WHtrv I | AKii THE- LOST Oil Oi l Of 



HIS A 1 4.0 WAN C li fOH Till. NEXT TEN OK TWIlNTY YEARS, 
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Because of their friendly demeanor, you can easily capture them in the wild. However, 
you'll need some special bait to help lure them out of hiding. Chaco Bill's Chocobo 
Ranch is pleased to announce that we've purchased a limited quantity of Chocobo Lure 
Materia that well be selling at a special price. With this Materia in hand, you shouldn't 
have trouble locating a Chocobo. Just remember to be nice to your bird or it may run 
off or turn violent. You can also coax Chocobos into sticking around longer by feeding 
them Greens* 


What Do I Do Once I Get 
a Chocobo? 








My children and farmhands, Choco Billy and Chole, handle 
the day-to-day chores involved in raising these fun-loving birds, Billy handles the sales of 
our fine line of nuts and greens, which are essential items when breeding a top-class 

Chocobo, He also helps manage 
the feeding and tracking of your 
Chocobos. Chole helps keep 
track of any additional informa- 
tion you might pick up regard- 
ing Chocobo breeding. She has 
* knark for judging and compar- 
■ ns abilities of ail the 
Chocobos in the stable area. 


You can ride your Chocobo anywhere you see fit. Chocobos 

cross land but can't cross deep water or mountains 

aia of a man-made path. While traveling on your 

Chocobo, you can avoid encounters with any sort of nasty 
creatures that might be lurking nearby. Just remember this: 
Once you dismount, your 
Chocobo will hightail it back to 
its homelands. 


Looking for something a little 
more permanent? Choco Bill's Chocobo Ranch can rent 
you up to six Chocobo stalls for the low, low price of 
10.000 Gil each. All you need to do is capture the 
Chocobos and feed them as you see fit. 
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What Should I Do First? 



After renting a stable or two, it's time to go Chocobo hunting. 
Equip the "Chocobo Lure" Macerra and find some Chocobo 
tracks. After capturing a Chocobo, you’re given the option to 
send it back to the stables. If you choose to do so, Choco Billy 
will keep your new bird in the pen outside the stables until you 
have a chance to better inspect tc.The pen can hold up to four 
Chocobos at a time, so make sure you capture your limit 
before returning to the ranch. 


How Do I Know a Good 
Chocobo From a Ba d One? 

After moving your Chocobos from the pen to the stables, 

Choco Bifly will give you an assessment of the birds. There 
are several types of Chocobos, some of which you'll want 
to avoid. Here are the types: 

1 


A Chocobo’s initial “type" 
determines its future speed, 
intelligence, and stamina limita- 
tions. Because breeding 
Chocobos isn T t cheap, youll 
never want to start with any- 
thing Jess than a “Great" 
Chocobo. 

Pay close attention to your 
Chocobo’s top speed. Even a 
Wonderful Chocobo can some- 
times get stuck with an awful 
top speed. In such a case, you should dump the Chocobo and capture another until you 
find one with a top speed over 1 00km and perhaps closer to 1 20km. 


Chocobo Types 
W onderful 

Choco Billy’s Assessments 
“This,, . is a wonderful Chocobo!” 

Great 

“This is a great Chocobo," 

Good 

"Mmm, this seems (ike a good 
Chocobo," 

Fair 

"Mmm, this one's not bad,” 

Average 

“This is a pretty average 
Chocobo” 

Mediocre 

"This Chocobo’s so-so” 

Poor 

"This one doesn't seem to be 
very good ” 

Weak 

“1 really can't recommend this 
one ” 
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Where Should I Go 
Hunting? 

Chocobos pop up in all kinds of places. They are mainly found in grassy plains where 
they can find lots of Greens, but they do occasionally wander into more hostile environ- 
ments. As a general rule of thumb, you'll find better Chocobos in less hospitable areas. 
It's that whole “survival of the fittest" thing, y'know. 

Another thing you should know is that Chocobos are very selective about the beasts 
they hang out with. In fact, theyVe so selective that in one area you'll find Chocobos 
hanging out with only three or four different combinations of monsters. I know this 
doesn't sound very important, but by using this information you can determine a 
Chocobo's type at the start of a battle. That way. you don't waste time running back to 
the stables only to find that your whole catch was nothin' but unhealthy birds. 

Chocobo Ranch Area 

This is obviously the 
easiest place to hunt 
for Chocobos. There 
are Chocobo tracks 
ail over the place out- 
side my ranch, but 
honestly the birds in 
this area are kind of 
puny. Their lifestyle is 

just too relaxed here, so the wild Chocobos tend 
to get a little lazy and stubborn. Of course, this IS 
the only place where you'll find a Level 16 
Chocobo and you can't get that fancy 
“Chocobuckle” Enemy Skill without a Level 16 
Chocobo. 


This little peninsula is a lot like the area around my 
ranch. The only real difference is the stronger class of 
monsters running around. Although you'll find a slightly 
higher quality of Chocobo here, this isn't where the "$” 
Class Chocobos come from. 




Chocobo Combos Chocobo Types 


2 Mandragora 

“This one doesn't 
seem to be very 
good 

Mandragora 

“This 

& Levrikon 

one doesn't seem 
to be very good.” 

2 Lcvrikon 

“1 really can't 
recommend this 
one." 

2 Elfadunk 

“1 really can't 
recommend this 
one " 


Ili non Area 




Chocobo Types 




Chocobo Combos 

2 Capparwire (front view) 

Chocobo Types 

“This one doesn't seem 
to be very good." 

2 Nerosuferoth 

"This one doesn't seem 
to be very good." 

3 Capparwire 

“Mmrn, this one's not 
bad.” 

2 Capparwire (side view) 

Mmrn, this one’s not 
bad. 



Gold Saucer Area 

Due to the nearby desert and some 
pretty nasty enemies, you'll find some 
decent Chocobos in this area. Just 
don't count on defeating joe's Black 
Chocobo f Teioh t with one of these 
birds. 



Chocobo Combos 

Harpy 

Chocobo Types 

"This is a pretty 
average Chocobo." 

2 Flapbeats 

"This is a pretty 


average Chocobo/* 

2 Spencer 

"Mmm,this seems like 


a good Chocobo." 



Rocket Town Area 


This area may look mice, but it's swarming with 
predators. Although there's plenty of food, 
some Chocobos may go days without 
a good meal because Valro ns and 
Velcher Tasks tend to stake out the 
local watering holes. A Chocobo 's 
either fast, or it's lunch. 
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C mo co bo Combos Chocobo Types 




VelcherTask & Kyuvilduns 

“This Chocobo’s so-so” 

2 VelcherTask 

"This Chocobo’s so-so/ 1 

2 Valron 

“This is a great Chocobo/ 1 

2 Kyuvilduns 

“This is a great Chocobo/ 1 





Chocobo Combos Chocobo Types 


Wutai Area 


One look at the mountains south ofWutai and 
you wouldn’t expect to find Chocobos there. 
Yet somehow they seem to thrive. However, 
due to the lack of food, Chocobos 
just don’t seem to do so well here. 

Plus, it doesn't help when one of the 
poor, hungry creatures mistakes a 
Razor Weed for its favorite food..* 

Sure does make those little critters 
mad! 


3 Tail Vault “This is a pretty average 

Chocobo, 31 

2 Tail Vault (front view)"This is a pretty average 

Chocobo/’ 

2 Tail Vault (side view) “Mmm, this one’s not bad " 

3 Razor Weeds “Mmm, this one’s not bad/ 1 



l 
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Mfdeel Area 


This tropical island is a paradise to most 
people, but its jungle landscape can be pret- 
ty inhospitable to Chocobos. Sure there's an 
abundance of food, but anyone who's 
explored the area can attest to the number 
of vicious beasts you'll find there. 




m 



Chocobo Co mhos 

Chocobo Types 


3 Headhunters 

"Mmm, this one’s 
not bad *” 

g^-'- - % : * 

_ 2 Headhunters 

"Mmm, this one’s not 
bad*” 


Spiral 

"This is a great 
Chocobo” 

. - 

■ 

•«* ‘V* 
■#. * 

1 2 Spirals 

"This Is a great 


Chocobo.” 

1 1 11 ' r ! lij j T , 

— 

- Icicle Inn Area 


‘ 


This is where Choco Billy and I do our hunting. 
We tend to find the best Chocobos 
around here and Choco Billy likes to 
take in a little snowboarding during 
our off time. There's very little food in 
this area due to the abundance of 
snow, What little food can be found is 
fought over by Chocobos and those 
nasty wild dogs known as 
Bandersnatches. So any Chocobos you 
find here will either be sick and puny, 
or tough as nails. 




Chocobo Combos 

Chocobo Types 


2 Bandersnatch 

“I really can’t 
recommend this one” 

£*■ |I> 

3: 

Bandersnatch & Jumping 

”1 really can’t 

jF 

tzm isflaffirrs 




recommend this one* i 



Jumping 

"Thls*.*is a wonderful 

^J***m* mW 

i * -icasr 

hill. 

Chocobol” 

77 % i 

2 Jumping 

"This**. is a wonderful 
Chocobo!” 

| at ~ J 1 : 
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I Have a Chocobo, Now 
What Do I Do? 

Now you'll want to feed and train your Chocobo to make it the best that it can be. 
Feeding Greens to your Chocobo will raise its statistics, plus it Increases the Chocobo’s 
fondness for you. You can also train your Chocobo by racing It at the Gold Saucer, 
which helps ensure that your Chocobo's offspring will turn out to be champions. 

Where Do I Get Greens? 

You can find Greens that are left by some monsters, but it's much easier to purchase 
them from us. We carry a wide variety of Greens at reasonable prices. Remember, the 
higher the quality of the Green, the stronger the effect. Greens have the following 
effects: 


Green 

Location 

Price 

+5peed 

+INTCLLECT 

+STAMINA 

Gysah! 

Ranch 

100 

No 

No 

Yes 

Krakka 

Ranch 

ISO 

No 

Yes 

No 

Tantal 

Ranch 

400 

Yes 

Yes 

Yes 

Pah sana 

Ranch 

800 

No 

Yes 

No 

Curie! 

Ranch 

1000 

Yes 

No 

Yes 

Mimett 

Ranch 

1 500 

Yes 

No 

Yes 

Reagan 

Sage’s 

3000 

Yes 

No 

Yes 

Sylkis 

Sage’s 

5000 

Yes 

Yes 

Yes 


How Do I Race? 

When you arrive at the Gold Saucer speak with Ester, who manages the Chocobo jock- 
eys. You can usually find her hanging out just inside the Chocobo Racing forum. You can 
register the Chocobo of your choice for the next race in the chosen Chocobo’s class. 

There are four Chocobo classes. Class C is the slowest class. If you have a “Great 11 or 
“Wonderful*' Chocobo, you won’t have any problem dominating this class. Class B is a 
little faster than Class C. but is still easy to defeat if you have a Chocobo with champion 


potential Class A is the toughest of the normal classes, but a “Great" Chocobo can easi- 
ly trounce the com petition. The final class is the S Class. Only world-class Chocobos 
make it this far, The payoff is higher in this class, but you'll need a really well-bred 
Chocobo to even stand a chance of winning. 


How Do I Win? 


STAMINA 
CHE A' 1 : 

If yolt'ri not 

TOO PUG ON THE 
WHOU MORALS 
thing. you i:ak 
UST& THE S I A .WIN A 

Cheat to slowly! 
H.tUUtI,D YOUR 
Cl (ocono’s STA- 

M 1NA DURING A 
it ACE. TO T>0 JjO, 
HOLD I PACK CT] 
AN1> [PACE 
DWN] svuux 

RACING. 11 Y 
DOING riilS, YOU 
CAN PUSH YOUR 
CilOCOKO HARO 
THROl TCMOUT 
THE EPfflRE RACE 
AND STILL HAVE 
SOME STAMINA 
iF.rr for spiunt- 
tNQ TO THE FINISH 
LINE. 


Experienced Chocobo jockeys know that speed isn’t everything. A 
Chocobo with a high amount of stamina can easily outrun one with bet- 
ter top speed. The Chocobo with stamina can be pushed harder for a 
longer period of time, which easily makes up for the difference in speed. 
Also, it's not a good idea to let your Chocobos race for themselves. Sure, 
you can get away with it in the lower classes, but not in an S Class race. 
Look out for special Chocobos, ones that can breeze through the course 
without panicking at the sight of water or twisting hills. 

One of the top riders goes by the name of Joe. His rare Black Chocobo, 
Teioh, is extremely fast and has an incredible amount of stamina. Don't be 
surprised if he grinds you to a pulp the first few times you race him. I'm 
only mentioning him because of his ride. Black Chocobos are the product 
of years of breeding. The secret to breeding a Black Chocobo was lost 
years ago, but I'm sure the Chocobo Sage might be able to tell you how 
to breed special Chocobos, 



SPECIAL J>JEUZE: Iv you 
/ c:an win 10 Class S eachs, Ester \ 

WILL GIVE YOU A SPECIAL VKl XL ThF. 

PKlif E INCLUDES SPRINT SHOKS, PRLOOUS 
Watch, Cat's Bell* Chocoeracelet. 

AND A "CoiJNTEft A H ACK '* MATERIA, NOT 
TOO sHAltKY WHEN YOU CONSIDER HOW 
V TOUGH M IS 1 O COLLECT THFAF S 

N. PREtfiS II Y RAC ING. 
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What Can I Win? 


Just to help out all you would-be jockeys, here's a list of all the items you can win by 
racing or betting. The higher your Chocobo's class or the more money you bet, the 
better the items you can win. 


PrTZ£ 

GP Value 

Class A 

Class B 

Class C 

Class S 

Antarctic Wind 

20 

X 

X 

X 

X 

Bolt Plume 

20 

X 

X 

X 

X 

Cat's Bell 

500 



X 

X 

Choeobracelet 

400 




X 

Counter 

300 



X 

X 

Elixir 

200 


X 

X 

X 

Enemy Away 

300 


X 

X 

X 

Ether 

30 


X 

X 

X 

Fire Fang 

20 

X 

X 

X 

X 

Fire Veil 

50 



X 

X 

Hero Drink 

IS 


X 

X 

X 

Hi- Potion 

IS 


X 

X 

X 

Hyper 

10 

X 

X 

X 

X 

Ice Crystal 

so 



X 

X 

Magic Counter 

500 




X 

Megahxir 

300 




X 

Phoenix Down 

10 

X 

X 

X 

X 

Potion 

5 

X 

X 

X 

X 

Precious Watch 

300 




X 

Sneak Attack 

300 



X 

X 

Sprint Shoes 

S00 



X 

X 

Swift Bolt 

SO 



X 

X 

Tranquilizer 

10 

X 

X 

X 

X 

Turbo Ether 

ISO 


X 

X 

X 


I’ve Got a Champion, So 
What’s Next? 

Now that you have several championship quality Chocobos, it's time to start breeding 
them to acquire an even better Chocobo, When you're interested in doing so, Choco 
Billy will guide you through the steps. First, make sure you have an empty stall in the 
stable because the little one needs a place to sleep, you know. Also, make sure you have 
two eligible Chocobos, which means a male and a female that have both had time to 
mature and haven't mated recently. Choco Billy will check to make sure everything is in 
order, and then he'll ask you to choose a nut. If you don't own any nuts, he has a selec- 
tion that can be purchased for breeding purposes. The available nuts include: 


Nuts help determine what kind of 
Chocobo the baby will resemble. 
Obviously, the better the nut, the more 
likely the baby will be stronger than its 
parents. Some nuts can even produce a 
completely unique type of Chocobo. 
Unfortunately, Choco Billy and I don't 
have enough time to go hunting these 
rare nuts, but they’re easy enough to find. 

The Carob Nut is one of the most valu- 
able nuts you'll ever find. It can be used 
to help create several types of Chocobos. 

To get one, you should head for Bone Village on the northern continent. Wander the 
area around Bone Village until you encounter a monster called Ylakorad os. Obviously 
this beast isn't just gonna give you the nut, so you'll need to steal it during the battle. 
Try to get four or five of them in one visit or you'll have to come back again later. 


Nut 

Location 

Price 

Pepio Nut 

Ranch 

100 

Luchlle Nut 

Ranch 

200 

Sarah a Nut 

Ranch 

400 

Lasan Nut 

Ranch 

600 

Pram Nut 

Sage's 

(500 

Porov Nut 

Sage's 

2000 

Carob Nut 

Steal from Monster 

N/A 

Zeio Nut 

Steal from Monster 

N/A 


FOR THF. LESS A D V E N r U It O U $ : While vol 'rj; kAltno 
ChouohOS yOtj’ll probably acquire a lot oj GP I ROM 
TRADIN’C IN i YOU DOK*T WANT. Il MONSTER HU NVINC 

ISN* r YOUR STYLE* YOU CAN PI IRC HAST A CaKOH NUT AT 

Wonder Square’s redemption center tor 500CI*. 
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The Zeio Nut is a little harder to find. First, you’ll need an airship because these nuts 
can only be found on a small island to the north of the ranch. You’ll know the island 
when you see it, because it’s the only one with a forest. Inside the forest you’ll find a 
unique creature called a Goblin, Just like the Vlakorados, the Goblin Is holding the Zeio 
Nut and isn’t willing to hand it over, so you'll have to steal it. Although you’ll need fewer 
Zeio Nuts than Carob Nuts, you should still collect several while you have the chance. 

Who’s This Chocob o Sage? 

Chocobo Sage is the ultimate authority on Chocobos, He 
lived around here at one time, but one day he hopped on 
his Mountain- Chocobo and hightailed it for the mountains. 

We didn't see him again for years. 

But last summer while Billy and I were hunting Chocobos 
near Icicle Inn, we stumbled upon a lone shack. The shack 
was stuck in the middle of a large valley 
that was totally inaccessible without the aid 

of plane, airship, or Mountian-Chocobo, That’s when we saw him. 

He'd aged a lot since we last saw him and from his actions we could tell 
he wasn’t quite as sharp as he used to be. Still, I’m sure if you can reach 
him he could probably dear away the cobwebs and tell you all about 
breeding special Chocobos. He may even still sell hard-to-find nuts 
and greens. 

Do I Really Need to Visit 
Chocobo Sage? 

Now what kind of guy would I be if I forced you to visit Chocobo Sage? Breeding spe- 
cial Chocobos is easy, but it’s also very time consuming and extremely expensive. To 
finance your Chocobo breeding, you may want to pick up the “Gil Plus” Materia at 
Wonder Square in the Gold Saucer After doing this, fight it out around Mideel. The 


FREFRIK; 

Il‘ YOU vrsrr 

Cmoccjejo Sags, 

SAY IflXLQ TO HIS 
Mo UN IAIN- 

Chocoijo, It 

ALWAYS GIVES AS 

■'Enemy -Skili/ j 
MatprjA to 
NfiWFOiaWO 

ERtES!l>S. 
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monsters in that area are worth a fair amount of Gil and they give you a nice amount of 
AR Equip your characters with “AIT Materia, and once they max out you can sell 
them for enough Gil to finance a new Chocobo or two. 

The Mou ntain and River^Chocobos 

First, make sure youVe renting all six stables,. . You'll need them.Then head for the 
Chocobo tracks near the Gold Saucer, where you should be able to track down and 
capture a GOOD Chocobo. They're always paired with two Spencers, so don't waste 
your time with any other combination. 

Now head for either the tracks near Mid eel or the tracks near Rocket Town. In either 
place, your goal is to capture a GREAT Chocobo.The Great Chocobos near Mideel 
tend to hang out with Spirals, while the Great Chocobos near Rocket 
Town typically show up with twoValrons or two Kyuviiduns, 

Once you have compatible Great and Good Chocobos, you'll need to 
strengthen them at the Gold Saucer. Feed both Chocobos until their stats 
are maxed out, and then race them until they are either Class A or $, 

Now you’re ready to begin! 

Return to the ranch and talk to Choco Billy about mating, and then 
choose your two Chocobos. When Billy asks you which nut you want to 
give them, select the Carob Nut and see what happens. If you’re lucky 
you’ll get either the Mountian (a.k.a. Green Chocobo) or River-Chocobo 
(a,k,a. Blue Chocobo). Phew! 


QUICK TIP; 
Always catch 
rbvft Chocobos 

HiTOttH ur"i r «iN - 
INtt TO THJv 

Hanoi. By doing 
Tins, YOtiUL c.wrr 
A MIX OF MALE 
ANO It.MALL. 

Chooobos. 


BREEDER’S TtPi You can get mo m 
THE MOV .N l Atfc AMI> Rl Vfcft - CHOCOBOS 
FROM A SINGLE- SKT OK CkOCOBOS, BUT 
Tlin 'LJ. HAVE TO REST AFTFR EACH 
ATTT.Mim For, THIS KtASON Yt 3 LJ MAY 
WANT TO HAVE TWO COM BAHT El-l-l SFTS 
ANO YOU ‘I. I DEFINITELY WANT IO SAVE 

uki dki-i you oo any This 

WAY YOU CAN TRY FOR BOTH ,C HOC 00 OS 
AT THE iiAMV TXAIG AND YOU CAN 
RELOAD fi- YOU IX>X f T GET THE 

Chocobos vou'rk looking for. 
Remember that you nkkp onk malf. 

AND THE OTHER l-ILMAl.K. 
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The Mountain'AND'River Chocobo 


Now chat you have a Mountain and a River-Chocobo, you can attempt to breed a 
Mountartvand- River Chocobo— that is, when your newborn birds are old enough to 
mate. To pass the time, strengthen your newborns with greens and then race them at 
the Gold Saucer until they reach Class $. 

When they’re ready, have the two birds mate with each other and use another Carob 
Nut. If things go well, you’ll get the Mouncain-and-River Chocobo (a.tca. Black Chocobo) 
you so richly deserve. 

The Ocean Chocobo 

Take some time to care for your newborn. Feed it greens and race It until it reaches 
Class S.Then start looking for a Chocobo to mate it with. 

This time you’ll need to locate a WONDERFUL Chocobo. You can only find these 
birds near Icicle Inn, and they only hang out with jumpings. If there’s any other creature 
with the Chocobo, you should keep looking. Once you find a compatible Wonderful 
Chocobo, you'll need to strengthen it the same way you did the baby. 

When both Chocobos are Class $ racers and are ready to mate, talk to Choco Billy and 
let the magic begin. To get the Ocean Chocobo (a.k.a. Gold Chocobo), you'll need to 
use the Zeio Nut and say a small prayer. With any luck, you’ll get the best bird in the 
game. 

Wowl Where Do I Go 
From Here!? 

So I bet you’re looking for the big payoff, right? Those special Chocobos youVe spent 
so much time breeding can get you to areas you normally can't reach. Each of these 
difficult-to-reach areas contains a one-of-a-kind Materia that makes Chocobo breeding 
well worth the effort. 
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Mideel Area Cave 

This cave Is almost due east of the Ranch on a stony island, You can’t reach the cave 
with an 

airship due to the terrain, but if you load a Mountain-Chocobo, Mountain-and-River 
Chocobo, or Ocean Chocobo onto an airship and land on the grassy part of the island, 
the Chocobo should be able to cake you to the cave. Inside this area, you'll find the 
“Quadra Magic” Materia; this Materia alone is worth the trouble of breeding 
Chocobos. 

Wutai Area Cave 

You’ll find this cave south of Wutai on the east side of the mountain range. Transport a 
Mountain-Chocobo, Mountain-and-River Chocobo, or Ocean Chocobo to the area near 
Wutai, and then ride 

into the mountains. Inside the cave you'll find the “Mime” Materia. 

Corel Area Cave 

Not far north from the entrance to Mt. Corel you'll find a cave surrounded by desert 
sands. You can reach this cave by any type of special Chocobo, although you'll have to 
land in different areas depending on which Chocobo you take, This cave contains the 
“HP<->MP” Materia. 

Knights Cave 

This Is the toughest cave to reach. It's on an uncharted island northeast of the island 
where you find Zeio Nuts, The only way to reach it is on the back of an Ocean 
Chocobo, because there's no place to land an airship on the island. The cave contains 
the ultimate summon Materia, Knights of the Round. Now there isn't an enemy in the 
world that can stop you! 


Chocobuckle is just one of the many Enemy Skills you can learn while equipped with an 
"Enemy Skill 1 ’ Materia, It just so happens that the only place Chocobuckle can be 
learned is right next to my ranch. I had nothin’ to do with it, ..really! 


What’s That 



Thing? 
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To get Ghocobukde, you first need to have already learned the Level 4 Death skill 
from a local Hu. (Hus also only roam the plains around my ranch.) Then you need to 
locate a Level I 6 Chocobo, which isn’t easy. These Chocobos are fairly rare, so you'll 
have to fight your way through a horde of Level 13 Chocobos just to find one Level 16. 
To determine a Chocobo *$ level, you can either use a “Sense” Materia, or you can 
just look for a Chocobo with two Levr ikons. These Chocobos are always Level 16. Once 
you've identified a Level 16 Chocobo, feed it either a Mimett or a Sylkis Green (We 
sell Mrmett Greens at the ranch, but you’ll have to find Sylkis Greens elsewhere.) and 
then hit the Chocobo with Level 4 Death. This will cause the Chocobo to retaliate with 
Chocobuckle.This unique skill causes an amount of damage equal to the number of 
times you've escaped from combat. So the more chicken you've been, the more damage 
Chocobuckle causes! 


Anything Else I Should 
Know? 


Are you kidding!? What more do want!? You now know as much about Chocobos as 
Choco Bill himself, just remember to have fun and don’t get frustrated if Chocobo 
breeding doesn’t go exactly as planned. Everything you need is right in front of you, so 
take your time and double-check yourself if things aren’t going well. Oh... and remem- 
ber to always come to Choco Bill’s Chocobo Ranch for all your Chocobo related 
needs. Until next time... Wark! Wark! 
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SSAUl 
■REA 



AKO 

0.1 


ITEMS 

Potion (X3) 
Phoenix Down 
“Restore” Materia 
Assault Gun 
(Boss) 


ENEMIES 

MP 

Guard Hound 
Grunt 
I st Ray 
Mono Drive 
Sweeper 
Guard Scorpion 
|| (Boss) 




Cloud’s first job with the rebel group known 
as AVALANCHE is to destroy Mako Reactor 
No. I .The plant is 
heavily guarded, 
but Cloud and 
Barret should 
be more than a 
match 

of the enemies they' 
encounter 



Received 


Follow the team inside the reactor and speak to Cloud's com- 
panions, Biggs and Jessie, to open the security doors, Then hit 
the button inside the elevator to move the team deeper inside 
the reactor The path to the reactor's core is fairly straightfor- 
ward.Jessie will lead you part of the way, which makes the task 
even simpler, just keep Cloud and Barret healthy and don't for- 
get to save when you reach the first save point, the spinning 
crystal question mark* 
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Time Bar 
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YOU! NORMAL 
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As Cloud approaches the 
Mako Reactor, he finds a 
“Restore*’ Materia on the 
floor— un fortunately, he 
can't do anything with it 
right now. Continue forward 


1 TKiVl TIP: Tl-Ui I'AKI Y Will.. i ini> many 
usuiji. rTRMs lying akoutvd i>n FEfp&NT 
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and Cloud will plant the explosives* which triggers an 
alarm that alerts Shinra's forces to the group’s 
presence. 


BA I TU I I J 1 : SO MF. ENEMIES 
IIAVI A WI AKNFS^ OR IMMUNIlT 
rO AT I I ASrT OSK TVUt, OF Kl I - 
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Boss Fight: 

Guard Scorpion 


Although the Guard Scorpion has some deadly attacks* 
Cloud and Barret's combined strength should be more 
than enough to punch its ticket. 

Start the battle by having 
Cloud pummel the Guard 
Scorpion (another mechanical 
creature) with constant Bolt 
spells while Barret uses his 
normal attack. 


Guard 

Scorpion 


Mofttll Sum. 

Hf/k 


12 

[P SCO 

ur a 

axr 100 


HP 10 


After several attacks, the Guard 
Scorpion raises its tail and begins 
to shake violently, at 
which point Cloud 
warns Barret to be 
careful. When this 
occurs* STOP YOUR 
ATTACKS* Attacking 


BATTLE. I IP: 

Kl-:f,P YOUR EVI.C ON GlOUJJ AND 

Barret's mjt po intis (HP). I * 5 umtu 
i ai i ja n'Mr.ow lOOi use Potions to him. 
t HKM* 
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the Boss during this time 
period causes it to counter- 
attack with its super 
weapon* the Tail Laser. 
This move causes close to 
75 points of damage to both 
characters. When the Boss 
returns to its normal 
stance* continue your regu- 
lar attack pattern. 









The Guard Scorpion is easily destroyed, but the fight costs the 
team precious time. Cloud now has only 10 minutes to evacu- 
ate the Makb Reactor before the bomb explodes. 

Before running for the exit* 
quickly equip Barret with the 
Assault Gun that the Boss 
leaves behind. You may want to 
save on your way out just in case 
something unexpected occurs. 


NOTE: 

I'HE TIMER RUNS 

CONTrsn rOUSi.YV so 


YOU 


ti.ks. Ir 

SHORT » YOU 


I’vj u j>K!C 
KtYPrVD* 


As Cloud makes his way through the pipes 
and support structures* he finds Jessie 
stuck where he had left hen Help Jessie 
release her foot and then follow her to the 
exit. If you fall to rescue Jessie* you won't 
be able to open the security doors above. 


When you reach the security doors, speak 
with Jessie and Biggs again— they'll release 
the locks for you. If you make it 
to this location quickly— and the 
party is still in good health—use 
this time to fight some enemies 
in the area. This is a great oppor- 
tunity for the characters to easily 
gain a level. In addition, they will 

be fully healed when they get outside. When you're ready* run 
Cloud out of the area and watch Mako Reactor No. \ burn. 
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The GETAWAY 







ITEMS 

Potion 


ENEMIES 

MP 

Guard Hound 


After escaping from the burning reactor; fol- 
low Barret back to the main street. Ids here 
where you'll meet a flower girl who has been 
knocked down in the chaos created by the 
reactor's explosion.As Cloud approaches, she 
stops him in hopes of obtaining some information about the explosion. (Plus, she may 
even sell another flower!) Take some time to talk to her. You don't need to buy any 
flowers, but, come on, it's only one Gil! Performing this small deed may even benefit you 
later in the game. After exchanging pleasantries, follow the 
flower girl off-screen and Into the courtyard. 


There's not much to do here except talk to a couple of folks 
and fight a few Guard Hounds, Make sure you grab the Potion 
as you move south toward the next area. 

As Cloud hits the streets, he has 
a run-in with the law. You have 
two options in this scenario: 

Fight or Run. If you need the 
experience, you should fight, because none of the MPs 
present much of a threat. 



NOTE: 

Y ou N f Hi > TO 
MAKIC YQUK OKO- 
MON QUICK TV, 
HbCAU$E TAKING 
TOO MUCH t IMV. IS 
VI KT IJAULY THE 
SAMI AS Cl lOOSfNt; 
TO FIGHT. 



The first and second groups in this battle 
consist of MPs in a normal fight. In the 
third fight, however, three MPs get the 
drop on Cloud, forcing him to fight ene- 
mies on both sides. Whether you choose to fight or run, Cloud is 
eventually surrounded and things begin to look bleak. However, Cloud's 
SOLDIER skills pay off as he hops over a bridge and lands on a train 
headed for the Sector 7 Slums. 
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ITEMS: 

"All" Materia 
Ether 


Catch up with the rest of the team atTifa's bar,Tifa's Seventh Heaven. 
After speaking with everyone and learning about your next assignment 
(bombing 


Shinra’s 
No. 5 


Make Reactor), you'll get 
the opportunity to do a lit- 
tle “slumming.*" First, take 
Cloud's payment for his first 
mission, a paltry I SCO Gil, 
and visit the local shops. 





TV AM NJTVPS TO kHST. 
l O THE KID ON THE 

i i.uor, FOR 10 Qt you c:an use 
HIS HOOM I OK I I II. N'JCiHT. DoM't C4VE 
IITM AN'Y'n UNO l_l_SS, 


When that task is finished, go 
upstairs and visit the Beginners 
Hall, if this is your first Final 

Fantasy adventure, you 
should spend some 
time here talking to 
everyone. If not, just 
grab the 4 ‘AH” 

Materia sitting inside 
the door and then get out* 


As your first order of business, visit the Weapon Shop. Inside, 
you can purchase new weapons, take a quick rest, and even 
brush up on your adventuring skills. For now, pick up some 
Iron Bangles and sell all of the team's Bronze Bangles to 
the shop owner. 



Now you should stop by the Item Shop for some new 
Materia and Potions if you need them. Beef up your 
party's offense with either a “Fire” or a second 
“Lightning” Materia and make sure you get a sec- 
ond “Restore” Materia. Outfit Cloud's Buster 
Sword with the “AH” Materia and either the 
“Restore”or “Lightning” Materia so that you have 
a Cure-All or Bolt-All spell, Those players who rely 
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heavily on your party's physical strength 
will prefer the Cure-All combination, 
because it makes it easier to heal your 
party. But for all you magic users, you'll be 
happy to know that a lot of the monsters 
you'll face In the No, 5 Mako Reactor are 
mechanical and therefore weak against 
Lightning spells. In some cases, you can 
actually wipe out an entire group of mechanical 
enemies with a single Bolt-All spelL 



NOTE: Exruokg the rest or tni 

Ttiwi AT YOUR LKJSUKK AND HEAD TO 
I HI J . STATION Wt n iN YOi^KE; GOOD ANJJ 
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ITEM SHOP 


MATERIA SHOP 


WEAPON SHOP 


REST 


Item 

Cost 

Item 

Cost 

Item 

Cost 

Location 

Cost 

Potion 

so 

“Fire” 

600 

Iron Bangle 

160 

Boy ? s Room 

ID 

Phoenix Down 

300 

“Ice” 

600 

Assault Gun 

3S0 



Antidote 

80 

“Lightning” 

600 

Grenade 

80 





“Restore” 

730 







Congratulations on your first success- 
ful mission] However, the fight 
against Shinra has only just 
begun. There are numerous 
Mako reactors and 
AVALANCHEs forces are 
sparse, This will be a 
battle not easily won. 










ITEMS 

Phoenix Down 
Hi Potion 
Ether (X2) 
Potion 
Tent 

Titan Bangle 
(Boss) 


ENEMIES 

Smogger 

Proto Machinegun 
Blood Taste 
Air Buster (Boss) 

» Grashtrike 
Rocket Launcher 
Special Combatant 
I Blugu 
| ChuseTank 


Inside the train, calk toTifa and an alarm will 
sound. It looks like Shinra moved the ID 
checkpoint. The 
team now has 
fifteen seconds 
to run from car 
to car to avoid 
getting locked in. 



In the first car, talk to the 
bum lying on the seat at the 
back of the 
car and he'[l 
give you a 
Phoenix 
Down. In 
the second 
car, talk to 

the guy closest to the front of the car and he'll give you a Hi- Potion. In 
the third can a guy walking the opposite direction will sometimes steal 
100 Gil from you. If you run after him, you can force him to give it 
back, however, this takes quite a bit of time, The fifth car* your final 
destination* contains no hidden items. 


To exit the train, talk to Tifa in 
the last car and enter the tun- 
nels. If you get trapped in one of 
the earlier cars* Barret blows up 
the door and the team jumps 
early. The point in time that the 
team exits the train determines 
how far north they must walk to 
reach the reactor. 
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After the elevator* enter the con- 
trol room to the side. To open 
the security door, the team must 
press all six switches at once. This is actually an easy task. All 
you need to do is count to three and then tap the [Enter] key. 
Make sure you save your game, and then spend some time 
building up Clouds 
Level before moving on. 


The team is cut off by Shinra SOLDIERS on the 
next screen. Before they can react* the team is 
forced to battle Shinra s latest invention: Air 
Buster a technosoldier! 


Shinra security sensors block your path at the end of the tun- 
nel, Check the hatch to the left of the sensors and jump inside 
to bypass them. The chute leads to a large area that resembles 
a warehouse. 

You have two paths to choose from here, 
both of which lead to the same place. Talk 
to the team and they'll guide you in the 
appropriate direction. 

Do things look familiar? Well, they should. Use the slide to get 
down and then head to the reactor core (the path is the 
same as the first reactor). The team sets off the bomb 
without incident and there's no time limit this time* but 
the team still needs to quickly head for the exit. You can't 
go up the slide this time. Instead* you must follow the 
same path you used to exit the first reactor. 


SAVE NOW! 
Makj' YUftt you 

SAVJ-. YOU It CjIAMI. 
El II [-OKI ENTERING 
TJ II 1 . ACTUAI. 
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Although Air Buster is surrounded, it's still a formidable 
opponent* Its attacks are extremely powerful, but Air 
Buster’s attacks build up the 
party’s Limit Breaks faster than 1 
they chew away at the party’s HR Using 
Limit Break attacks against its back results 
in a quick fight. In fact, the combined 
power of Cloud and Barret’s Limit Breaks 
can take down Air Buster in a single turn. 

If your characters’ Limit Break meters 
aren't built up, use normal attacks against 
Air Buster’s back and use Bolt as much as possible. Air Buster's 
attacks are strong, but not strong enough to bury any of your fight- 
ers if you keep their health up. In the end, Air Buster digs Its own 
grave because its powerful blows quickly fill your party’s Limit 
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Boss: 

Air Buster 


Air Buster morph 
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Break meters* 



When you defeat this Boss* you’re rewarded 
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Sector 5 slums 






Cloud awakens 
co find Aeris, the 
flower girl from 
ear lien being 
hounded by 
Shinra's security 
forces, which 

gives Cloud the chance to become a hero. As the chase 
begins, exit through the back of the church and race up 
the stairs. Aeris will follow Cloud, but is soon cut off by the Shinra soldiers and their 
trusty machine guns. She falls to the floor below and the soldiers move to intercept. 

When this occurs, you're given 
the chance to have Aeris "fight ” 
"run" or "hold on a minute.” 
Choose to have her “hold on a 
minute” and then run up to 
the next level until you see four 
barrels, three of which you can 
use to help Aeris. She will get 
attacked three times. Push the 
barrels in the order shown on the map (see map section) to eliminate the threat and 
Aeris won't be forced to fight alone. 



ITEMS 

Ether 

"Cover” Materia 


ENEMIES 

Hedgehog Pie 
Guard Hound 
MP 

Whole Eater 
Vice 





Once Cloud and Aeris have successfully eluded Shinra's forces, 
you're instructed to head for Aeris' house in the Sector 5 
Slums, which is a short walk west from the church. You can 
only go to the Sector 5 Slums for now, because two men have 
blocked the path to Sector 6, Talk to everyone in the town 
before proceeding to Aeris 1 house. 
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EEIS’ HOUSE 



ITEMS 

Ether 

"Cover" Materia 
Potion 

| Phoenix Down 


MATERIA I ‘IP: Hu-on i YOi fntfr 
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Inside the house you'll meet 
Aerls 1 stepmother, who asks 
Cloud to leave in the middle 
of the night without Aerls. Go 
upstairs to the empty bed- 
room and rest until that time. 


When Cloud wakes up, its 
time to leave. Aer is hasn’t 
fallen asleep yet, so you 
must be quiet- Grab the 
care package next to the 
door and slowly walk — 
don’t run — towards the 
outside edge of the room, 
sticking dose to the railing. 
When you get outside, head 
for Sector 6, 
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ITEMS 

| 5 Gil 
Ether 

j "Cover" Materia 
Poison 

I Phoenix Down 


Sector 6 is a wreck, so refer to the accompany- 
ing map (see map section) until you reach a 
small playground. Cloud and Aeris take a break 
here, but before long the gate to Sector 7 opens 
and a Chocobo-drawn cart appears. Is that Tifa 
in the back of that cart? Follow it to the fabled town of Wall Market, 



ENEMIES 

J Hell House 
1 Whole Eater 









m 


MX MARKET 


ITEMS 

Phoenix Down 
Hyper (X2) 

Key Item “Dress” 
Key Item 
“Cologne” 

Key Item 
“Lingerie” 

Key Item “Tiara” 
Key Item “Wig” 
Key Item 
"Member’s Card* 
Ether 


ENEMIES 

Corneo’s Lackey 


Scotch 



Wow! Now THIS is a town! But where's Tifa? 
Looks like you've got some exploring to do. A 
little investigation near the southern portion of 
Wall Market reveals thatTtfas been taken north 
to Don Corneo's Mansion for an “interview” with the boss, Why would 
Tifa want a job at the Honey Bee Inn? 

Well, there’s only one way to find out. 

Head north to Corneo's Mansion and 
speak to the guard outside. You’ll need 
to get into the mansion and it won’t be 
easy because he has a strict policy of 
girts only. What to do? If Cloud dresses 
up as a woman, he might be able to 
sneak into Corneo’s Mansion 
unnoticed. But if 
Cloud is really going 
to try to fool Don 
Corneo, he’ll need 
more than just a dress 
and wig to disguise his 
manly physique. 



CROSS-DRESSING XI P: TH£Re ARii 
stvLJtAL nmis Cloud can pick up to 

ALTER J-MS APPEARANCE. TlOWEVEit* ILE 
ONLY NEEDS TO COLLECT A 0ipS AND 
NVIO TO ACTUALLY CRT INTO COlUSLO’S 
Mansion. If you want the Mil. Wall 
MARKFTr FXl'FltmNOE, YOU SHOULD COL* 
LECTI Af.I. OF fHK AVAILABLE nfLVlS. 




The Dress 

Cloud’s first stop is the Dress Shop f which doesn’t start out well. It appears that the 
owner can’t make any dresses because he's in a bit of a slump. Now he spends his days 

drinking in a local ban If you can 
talk him into returning to work, 
he may be willing to make Cloud 
a dress. Go to the tavern and 
speak to the owner of the Dress 
Shop. He’ll be happy to make the 
dress, but you must decide on 
the type of dress. Here are your 
choices: 





Wall Market 








The Wig 





Something that feels clean or soft 
Something shiny or something that shimmers 


Choose “soft" and "shimmers" 
"dean" and "shiny/shim- 
mers" gets you the 1 
Dress and choosing 
and "shiny” gets you the 
Satin Dress, Now that you 
dress, it f s time to 
wig. The shop owner 
thinks you can get one from 
the gym. Huh? 


to get the best dress, which is the Silk Dress, Choosing 



It looks like Big Bro, the gym's owner, is into cross-dressing and must spend a lot of 
time at the Dress Shop. He says hell give you a wig, but first Cloud must defeat one of 
ds in a "squat” conte$t,To perform the squats, just tap the [Del], [Ins], 

” and [Enter] keys in order. Don't 

^ 1 > press the next key untit the pre- 
vious movement has been com- 
^ -r ; pieted.With a tittle practice, you 

> can easily find the proper timing. 

■FfL \ \ -■ r.-^j ^ Y ou hness up during the con- 

■ test, Cioud will scratch his head 

H and you'll have to start over by 
pressing the [Ins] key. You ’ll 
receive a Blonde Wig when 

you win the contest; however, there's no need to worry if you don't win, 
You get a Dyed Wig for a tie and a plain Wig that’s been stored in a 
slightly unsanitary spot should you happen to lose. 

Now its decision time. You have two options: You can simply proceed to 
Corneo's Mansion, or you can spend some more time collecting items 
to make Cloud's disguise more convincing, Why should you continue to 
collect items? Cfoud may look somewhot like a woman with his disguise 
on, but he's not the most attractive woman. Cloud would look much 
more appealing to Corneo and his cronies if he had some items like 
Cologne, Lingerie, Makeup, and a Tiara, 


MOVING ON: 
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The Cologne 


First, Cloud needs some Cologne. Remember the guy in the bar doing the “pee-pee 
dance?" Talk to him and then talk to the lady who seems to be hogging the bathroom. 
Looks like she needs some medicine, but not any medicine will do- She needs a special 

medicine that can only be 
obtained with a Pharmacy 
Coupon. You're in luck—lt just 
so happens that the local restau- 
rant is handing out coupons with 
the purchase of a meal. Go to 
the restaurant and order any 
meal, but just make sure you 
have the money to pay for it. 



After you receive the 
coupon, go to the local 
pharmacy and you'll be 
given a choice of the fol- 
lowing medicines: 

Disinfectant, Deodorant, 
or Digestive, Seiect the 
Digestive and return to the 
bar Hand over the 
Digestive to the lady in the 
bathroom and you’ll receive the Sexy Cologne. If you choose the Disinfectant, you'll 
receive Cologne, and If you choose the Deodorant. you'll receive the Flower 
Cologne. 



The Tiara 


Now head to the Materia Shop 
and speak to the man behind the 
counter He needs a favor and if 
you're willing to spend the night at 
the Inn and make a small purchase 
from their vending machine, he'll 
compensate you for your time. Head to the Inn, but make sure you have at feast 2 \ 0 
Gil. Pay the 10 Gil for a night's stay and Cloud will go to the vending machine in the 
middle of the night. Inside the vending machine are three items for sale. Purchase the 
most expensive item (at 200 Gil) and then return to the Materia Shop in the morning. 
The owner appreciates the help and gives you a Diamond Tiara for your troubles. 
You'll receive a Glass Tiara if you spend 50 Gil and a Ruby Tiara if you spend 100 GiL 
Now there's only one more item to go! 
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The Lingerie 

ft's lime to check out the 
Honey Bee Inn. Just west of 
the Honey Bee Inn, there's a 
guy walking around in cir- 
cles who just happens to 
have a Member's Card, if 
you want to get inside, 
you'll need that card. Fortunately, he turns over his card. Now that you have the card, 
speak to the man at the entrance of the Honey Bee Inn and hell let you inside. 







That's it! Cloud should have everything he needs to complete his disguise. 
So return to the Dress Shop and try on everything. It's now time to make 
a return visit to Don Comeo’s Mansion, 


Upon entering the mansion, 
you're given a chance to 
search forTifa.To find her, 
enter the open door on the 
second level, You'll find her 
alone at the bottom of the 
stairs. When Don Corneo s 
guard yells down the stairs, 
head back up into the Dons chambers. Its in these chambers that the Don decides who 
gets a "fun-filled" evening and who gets thrown to the dogs. 
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the club* visit the Honey Bees' 
dressing room and they’ll be glad 
to apply some makeup to 
Cloud’s face. 


Inside the Inn, you must choose a room 
for your "activities," but only the two 
rooms on the left are open. 

When you're ready, enter the room of 
your choice. Regardless of the room you 
select, you'll walk away with an undergar* 
ment of some sort. (Bikini Briefs if you 
choose the Group Room; Lingerie if you 
choose the &$#% Room), Before leaving 
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If you collected the Silk Dress, Blonde Wig* Sexy Cologne, Diamond Tiara, an undergar^ 
ment, and makeup, Corneo will pick Cloud as his lucky guest. 

When Cloud is chosen, he goes straight to the 
Dons bedroom. If he's not chosen, you'll have to 
deal with Corneo's thugs first, 


Cloud Gets Rejected 

When Cloud gets rejected, he is taken to a side room as a 
reward to Cameo's faithful few, You can run around as much as 
you like, but the guy guarding the door won't fet you leave. You’ll 
need to speak to Scotch and reveal your true gender if you ever 
want to leave this place. Of course, revealing this bit of info 
instigates a brawl that Cloud must win on his own. Scotch is a bit tougher than the 
other goons, but both fights are really easy. After you escape, either Tifa joins you in the 
Hall or you'll have to retrieve Aeris from the basement before heading for Corneo 's 
bedroom. (This scenario depends upon who was chosen,) 

Cloud Gets Chosen 

When Cloud gets chosen as Corneo's "friend” for the night, you 
start in his bedroom and get to decide for yourself whether or not 
you play along with his misguided 
come-ons. Eventually, Tifa and Aeris 
break into the room and together the 
team forces the Don to spill his guts. 

It seems Heidegger of Shinra hired the Don to investigate 
Barret and locate AVALANCHE'S hideout. Shinra planned 
on exterminating AVALANCHE after infiltrating the hide- 
out by destroying the Sector 7 support. Doing so would 

have caused the plate above to crush the entire sector, which would cause some severe 
trouble! Before the team can leave, Don Corneo turns the 
tables and 
casts them 
out of his 
mansion by 
using a trap 
door. 


OHM XIP: ThlhfTs a wi:u,-»iiiviji:n Hyi*i k 
BEHIND OoRNJ.O*> 8 W> ANID A PHOENIX DOWN IN 
St < > rcii’s room* I i Cloud c;ets ci k>sfn 

CORNliO, VOU'n ONLY |»)« .Milt'. IO fcicfc UP II IL 

Hyper; howevi r, you * t L hi a m i’ ro coLi.ucr 
mi: Phoenix bpwN i Arm wiirn Cloud 
returns to Wall Mark in . 






NOTE: On ilk combina i ions oj 
ITEMS AlIjsnONILIJ PREVIOUSLY may 
i ailsf. Don Cornro t o choosl miiMt 
Amis ok ITpa, 
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Wall Market 




WALL MARKET 


AUTOMATED ITEM 

SHOPS 


SHOP 

In h 





Nothing 

Rest 10 




1 


ITEM SHOP #1 

WEAPON SHOP 

MATERIA SHOP 

Item 

Cost 

Item 

Cost 

Item 

Cost 

Potion 

SO 

Mythril Rod 

370 

Fire 

600 

Phoenix Down 

300 

Metal Knuckle 

320 

Ice 

600 

Antidote 

80 

Assault Gun 

350 

Lightning 

600 

Echo Screen 

100 

Titan Bangle 

280 

Restore 

7S0 

Eye Drop 

SO 

Mythril Armlet 

350 

Cover 

1000 

Hyper 

100 





Tranquilizer 

too 





Hi-Potion 

300 





Tent 

500 








The sewers and the 

TRAIN GRAVEYARD 


ITEMS 


ENEMIES 

“Steal” Materia 


Aps (Boss) 

Hi -Potion (X3) 


Sahagin 

Echo Screen 


Ceasar 

Potion (X3) 


Ghost 

| Ether 

L_ _! 


Deenglow 
j Eligor 


Comeo's trap door deposits the team deep 
within the sewer system below his mansion. 
Take a moment to equip Tifa with any new 
weapons and armor you may have purchased, 
and give Cloud a Materia crystal or two. Also, 
consider equip- 
ping Aeris with 
the "Fire” 


Materia before proceeding. However, before the team 
can fully recover, the Don's hero disposal system* the giant 
creature known as “Aps*” attacks them. 




Boss Fight: 

Aps 


,V N 


Aps is a strange creature. Its strongest attack is the 
SewerTsunamU water-based attack that causes 
damage to your entire party. What's interesting about 
this attack is that it also causes damage to Aps* You'll 
notice that the wave comes from two directions. When 
coming from behind Aps* it causes more damage to Aps than it does to the team. If it 
starts behind the team, it inflicts considerably more damage to the team than to Aps. 


Aps 




jy»k» kS 

|p$ft w 


Regardless* you may find that Aps 
causes more damage to itself 
than you can cause to it, 

Aps has a definite weakness to 
Fire, so have your characters 
equipped with the "Fire" 

Materia. It's best to equip it with 
Aeris, because you can concen- 
trate on casting the Fire spell 
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and heating the party. The other 
two party members should use 
normal attacks, magic, and Limit 
Breaks to knock Aps into sub- 
mission. If Cloud has his Cross- 
Stash Limit Break you'll find Aps 
much easier to defeat. This Limit 
Break will often paralyze Aps for 
most of the fight. 


With Aps defeated, the party is 
ready to make the long trek through 
the sewers to the Sector 7 Slums. 
With any luck, they can get there in 
time to prevent Shinra from destroy- 
ing the support column. 


HOW'S YOUR HEALTH? Tj-IE TkAM 

MAY lili Wl'.Atv API UK. FIGHTING A Pi. YOU 
SKO UU) KlCAJ. BVEKYONJ1 UK FOR I . CON 
] ISSUING YOUR liXVLOK A HON 'OB THI; 
SkWEtRS. 



MATF.RIA TIP: 

THF.RE ARE A FEW 
rir.MS ro nc:K ur in 
ri-LH SI'.WKKS, I Hi. 
BEST Ol \V| IICJ I IS 
THE "S'lTAl." 

M a i EH. i a . Equip it 

I M M Vi I>1 A m \ r MOM 
IIKM.V WI TH TlHA, 
ANP -STAR F H! I-INtc; 
YO I ' K INV [=N I 4 )KY 

svi in i.o i s or 

S IOl liN CAX>DS. 


When you exit the sewers, you'll appear deep inside the Train Graveyard. The re are 
some particularly nasty beasts roaming around here, so save before you attempt to venture 
through the rusted wreckage. 

There are basically two ways to get around the train cars: You can either go through the 
cars or craw! over them. Look for girders and gratings, because they serve as steps into 
or onto the cars, tf you can't get down from a train car, backtrack and look for an 
entrance. If you can’t go through, look for a way over 


EQUIPMENT UPGRADE: Ku:i' your 

l,Y IN OE»p,N FOR A UK! ,VJ UKf. NAMEU 
tl KIOH. YOl CAN VI LA!. A STRIKING 

Staff from it, which is Aphis* 

STRONGEST WEAl*ON AT THIS 1*0 IN T IIS- 
I III; CAME. YOU WON'T Gfn A CHANCE. 
TO I'UIICHASP THIS WEAPON UNT1J. MUCH 
J ATI J* AND IF YOU COI-LEiri SEVER A1., 
YOU CAN KPT, I TRFM FOR A TIDY LIT I'Ll;' 
l’R< H-TT. 




ITEM Trpi TH£R£ 
arc lots or items 

AWAmNC l HOSH 
wn UNG TO search 
THEM OUT* HUT 
NOT AIX OF THEM 
ARE OnVKlUS. 
Make sorb you 
COt-LEC i 'n-rr rrBMS 
CO'f^CEALED in THE 
on barrets locat- 

m> YJIROUUHOtJT 

thf Train 
Crave yard. 





■mm 



A large pile of dirt blocks the exit, pre- 
venting Cloud from going over it or 
through it. Instead* you'll need to create a 
new path to reach the exit. Hopping Into 
the first train engine causes it to push one 
of the boxcars to the side. Now hop into 
the second engine and Cloud will move it 
between two more boxcars. In effect* this 
creates a bridge to the Sector 7 Station, 



NOTE; You can KAtai.y hck Om the two 
EVO lNfiS, flEOAtJSE YHLY'kf A SLIGHTLY DIFFERENT 
COLOR FROM THE rest OF THE TRAIN CARS. 
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PILLAR ASSAULT 





ENEMIES: 

■ Aero Combatant 


The team reaches the pillar just in time to fight Shinra, However* the 
attack is already well under way and Barret is hurting. Aeris briefly 
leaves the party and goes to make sure 
Marlene is safe. With Aeris occupied T Tifa B 
and Cloud must quickly scale the tower before Barret 
succumbs to Shinra s forces. Make sure you save your 
game before you head out. 

Climbing the cower isn't very difficult* 
but during this adventure you’ll find 
Biggs and Jessie seriously wounded and 
completely removed from the fight. 

When you reach the top, talk to Barret and you’ll get a chance to 
equip him before taking on Shinras forces. Give Barret any new 
armor you may have picked up, and give him some of the Materia 



The 








Boss Fight: 

Reno of the Turks 


Aeris was using before she left the party. When you're ready, 
back out of the Menu and get ready to rumble! 

it's time again to meet Reno of the Turks, With a press of a key, 
Reno activates the pillars 1 self-destruct system, The team might 
have a chance to stop the bomb, but Reno s not about to let 
that happen. 


1 






As long as you know what you're doing, this fight 
shouldn’t be too difficult, Reno's best attacks are his 
Electro-mag Rod and Pyramid. The Electro-mag 
Rod inflicts a fair amount of damage and can tempo rari- 
stun a victim. If one of your characters gets stunned, 
““*t much you can do except heal that person 
until he/she recovers. 


Reno 

(Mldgar) 

Anea — K'ijjir 


Morph steal 

ftjA 


SML 

50 

hr 

25,1100 

UP 

200 

EXP 

tin , 

at 

5000 

AP 

500 


The Pyramid encases Reno’s vic- 
tim in a golden pyramid that 
keeps the affected player from 
participating in the battle. Its 
very similar to the 11 stone" 
effect, but you can destroy the 
pyramid by having one of your 
unaffected characters target it. 

Use your Limit Breaks when they're available and 
keen your HPs up. If a character gets trapped in a 
him/her immediately. Fire and Ice are 
also effective against Reno and typically cause twice 
as much damage as a normal attack. Reno will hold 
out for quite a while, but he'll bail when his HP are 
nearly depleted. 
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FTEMMATH 








MATHHIA I I Pi Thkrf\ a f" 

MATEJUA LYING ON THE r-ltOUMl INSlOF 
rHl, l s I AYGROI.ND, A' 1 ‘ I'lKST YOU CAK ' 1 1 


COM EC 
rr as 


AtAeris* house, 
you learn more 
about Aeris and 
the Ancients. 

Elmyra, Aeris" 
stepmother, has 
plenty to tell the 
team. Before you 
leave Aeris" house, 

take a moment to rest upstairs, When you're ready to 
leave, the rest of the team will join you in your trip to the 

— Wall Market. Make sure you save 

| before you go. 


RU r YOU CAN K 1 TURN I Oft 
FwA ANiy Bari«:t AtjOfN 
THE tiKOUF. 


Wall Market has changed a bit since you 
visited Don Corneos mansion. The 
Materia Shop is now open, the Weapon 
Shop owners pile of garbage is larger, and 
you now have a reputation thanks to your stunt at Corneous. 
You can tour Corneous mansion now if you want, but he is 
nowhere to be found. Kotch, one of Corneous henchmen, is 
tied up in the basement. You can release him if you want. 


ITEMS 

Zinc Batteries 
Ether 

“Sense” Materia 


After a daring escape, the team comes 
to rest in the now ruined playground 
adjacent to what was previously known 
as Sector 7. Once the team pulls itself 
back together, return to Aens 1 house in 
Sector 5 and check on Marlene's safety. 


rriuM TIP; 

AS YOU I 'ASS RACK 
TiiKOiirrw THE 

Sector 5 Six ms, 
s~ror vr thi: mouse 
on thf ric;ht si nr 

Ol TOWN. T HI UOY 
UPSTAIRS (WHOM 
YOU MET KAfClJEK) 
JS NOW AWAKE AND 

win. c.ivr, you a 
Turbo F/rnm 

THAT II YOU 
JJJ 1 >N*T STF-AI HIS 5 
Gil- DUHINO YOUR 
t'ARUKlt VISI r. 


iHeW 

ibojflht (Mvte-rtwnd tfiamomry 

r *3 Sfl-.td . * 


— - 
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Aftermath 









I THM 1 IP: U YOU 
MISSED !>(!- 
Phoenix Down ok 
nil Hypfr during 

VOtJK I'KJ VKU-S 
Vivi r TO Co K Niro's, 
you can dp Liner 

JIITM BOTH NOW, 


When you first enter the north part of 
Wall Market, you'll see some kids run off 
to the right. Follow them and you'll find 
your way up to Shinra’s Headquarters. But 
before you begin climbing the “Golden 
Shiny Wire of Hope/ 1 you'll need some 
supplies from the Weapon Shop, 

The owner has a set of Zinc 
Batteries you'll need in order 
to make it up to the 
top of the plate. He's 
willing to part with 
them for a mere 
300 GrL 


NOTEi tr you don't i iavk the <Sh * 
return rc> Sector ft anm vight to 
OFT SOMR SO YOU C AN PURCHASE THI 
HA’1 n rk s. You mi/at Pt;K<;i case i ui m 
IN ORDER TO Rl'Ad 1 SHtNRA'S HQ! 


ITEMS 

Ether 


Now it's time for some climbing. Head up the wire and you'll find a 
huge maze of broken junk. The maze is tricky, so refer to the maps for 
guidance. There are sockets scattered \ jf* 
throughout the maze. You need to place a Zinc Battery in -\ 
each socket or you won't be able to get past the various 
obstacles along the path. 

Place a battery in the first socket to activate the propeller 
just ahead, The battery loses its power quickly, but the 
propeller becomes a bridge to the next pile of junk. 
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You must place the second bat- 
ter/ in the socket that's con- 
nected to the barricade. Doing 
so moves the barricade and 
creates yet another bridge. 



Placing the third battery opens 
a chest that contains an Ether. 
Placing the last battery isn't 
necessary, but you have it so 
you might as well use It, Next 
stop. Shin ra’s HQ! 



CtatiG 

_ — J Satiny hire. tac, 

«?** :<wn 


s 


HINRA’S 
HEADDUARTERS 


ITEMS 

Elixir 

Key Item A Coupon 
Key Item B Coupon 
Key Item C Coupon 
Star Pendant 
Four Slots 
"All" Materia 
Phoenix Down (X2) 
"Elemental” Materia 
Megaphone 
Ether 

"Poison" Materia 
Potion (X4) 

"Enemy Skill’ 1 Materia 


ENEMIES 

Vargid Police 
Warning Board 
Grenade Combatant 
Mighty Grunt 
Moth Slasher 
Hammer Blaster 
Sword Dance 
Soldier :3 rd 
Sample NOS 12 (Boss) 
Sample H0512-OPT 
(Boss) 


Save your game before you do anything. As 
you start out, youYe given a choice as to 
which path to take. You can either take the 

easy, indirect 
path up the 
stairs to the 
side, or you can 
use the front 
door and blast 
through with 
guns blazing. 
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ITEM TIP; It PAYS TO TAKE BOTH 
PATHS. Go INC IK THE FRONT \VUJ GET 
CLOUD ANJ> TUT, REST Op THE TKAM 
EXTRA t;\] J ERIItNC;K AND IT LNAULHs you 
TO LOCATE THE MXOND ‘J l RTLr/S 

i’ARADisr. Flyer. You can itck up a 

K.ARF ELM| IN II IT. MIDDLE (>l- i*HT 
mriiUTU FOR NOW. 


Pm Taking the StairsI 


NOTE: The paths 

ARE VERY OUT ER- 
ENT > uur ROTH 
I LAD TO T) IE SAME 
PLACE. C'HKOK. OU T 
I H f, W A t, KTT -1 HOUGH 
FOR YOUR <' HOSK-N 
path {“The 
Sta/rs” or "Jn J 7 J/ 

FROMT**h AND 
SVR'I I. SEE YOU ON 
I’HF; 59 th FLOOR. 





Prepare for the walk 
of your life, There are 
no enemies on the 
stairs; however, there 
are nine sets of stairs 
to climb. It's worth exploring 
each set of stairs at least once 
just to see the team's comments. 


TIP: There's an Elixir on ttif fifth 

VET OF STAIRS, YOUR ONLY t'HI/t FOR 
TAKING tJlE LONQ way. 


I’m Going in the FrontI 




You want a fight, you got a fight! Using the front entrance caus- 
es everyone to go running— everyone except a small group of 
Grenade Combatants. Unlike the rather uneventful stairs path, 
you'll have to deal with random encounters as you explore this 
area. 


There's an Item Shop on 
the second tier where you 
can pick up some supplies 
and watch a video of the 
latest in the Shinra Motors 
line. The two chests in the back of the store can't be opened*., yet! When you're ready, 
hop on the elevator at the back and head for the 59 jh floor. 






The elevator ride 
isn’t a smooth 
one. An alarm 
sounds during the 
trip, which forces 
the team to fight a 
series of battles 
before actually 
reaching their des- 
tination. Don't worry, 
though; none of the battles 
are very difficult. 


TURTr,E'S PARA I )t SI- FTLYEH #2: 
Check out thi hoard 

tdtATKO N) AH I1L( in RWTOKS ON Ti t ft 
»1R*T l-l.OOR, You'l l I INI> T III: SECOND 
or six Timars Paradise Pen ns here. 



The 59 Floor 


There isn't much to do on this floor except collecting the Key card for the 60 th floor 
To get the Keycard, you must defeat the group of guards near the glass elevators (the 

Keyeard appears after the battle 
is won), This Keycard grants you 
access to the glass elevator, 
which you can use to reach the 
60 th floor 


This floor is heavily guarded and there’s no way past the goons 
blocking your path. Well* almost no way. If you run into the room to 
the left, you’ll break out on your own. You 
need to access the stairs on the opposite side, 
but there are four guards ready to stop you. 

You can get past them, but you must be sneaky. 

Using the statues as cover, move from statue to statue whenever 
the guards turn to walk. The guards follow a definite pattern and 
there are certain times when it’s best to move. 



NOTH: From mis 
point fokwamd, 

YOU CAN USX: TUB 
Cl ASS Hi ll YA'J OH TO 
REACH THE NT XT 

Fi.cjoK if you Have 
mu rRorn u 

Ki YCAitn, You 
CAN Al so UST IT TO 
HI. I iiRN TO THE 
JLOB&Y AND HI.ST, 



The 60 " Floor 
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After crossing a section, call over Ufa and Barret. They 
can't see the guards* so you'll need to tell them when the 
coast is dear. If you mess up, you are forced to fight and 
then start all over again. When you reach the other side* 
use the stairs to reach the next floor. 


NOTE: If Vo u "Rif havin<; por»iH, 
fear not. After roi failed 
a: it.mfts, mu ci ahiw oikaiwak au. 
rot;n ni'it. 



The 61 st Floor 

Your first task is to find a guy wandering around near the 
$tairs*This guy gives you the chance to calk about Aeris, 
You can pry for more information if you want* but it's bet- 
ter to keep your cool. Doing so gets you the Keycard for 
the 62 r,<3 floor. There's nothing else to do here* so move 
onward. 



The first thing you should do is visit Mayor Domino, who 
presents you with the challenge of figuring out a pass word. Tell 
him the password and he'll give you his Keycard for the 63rd* 
64th* and 65th floors. Hart* Domino's assistant* is willing to sell 
you hints, but each one is offered at a more outrageous price 
than the last* It's a rip-off, but it's the easiest way to ensure you 
get the password on the first guess, plus you get to collect the 
■'Elemental” Materia. Of course, you could skip paying Hart 
and read the tips below at no extra charge. 

Hart's Tips 

There are four research libraries on this floor for four dif- 
ferent sections of Shinra, Inc. Parcs of the password are 
hidden in each of the libraries. Pay close attention to the 
files in each room, The name of each library is written on 
the plaque outside the door,There is one file in each 
library mixed in from another library. Look carefully at the 
numbers on each file -there's a number at the beginning 
of each filename. Of course* chere are even numbers on 
the files that don’t belong in that library. You need to 









For rxAMi’t u, in 
the accompanying 

5CRE! NSHtH; Hill 

Or^INt-SMINC Mako 

E-NIiltCV AND PLANT 
yiovumknts has 
tiElLN M I SPI .ACKt), 
SlNCft THE NUMlIRK 
AT THP HRr,1NNINC 

is 7, cbtix v 

OFF M’.VKN Ut raiRS 

TO get *r»ul 
w:rim "S," 


match the number with the letters In the 
title of the file, ff the file starts with a 4 t 
then check the fourth letter 


The 63 "“ Floor 


Find ail four misplaced files and you'll get 
the four 
letters chat 
comprise 
the pass- 
word, Now 

It's just a simple word scramble to figure 
out the correct answer The password for 
each game is always random, so you'll 
need to figure this one out on your own! 


This floor is optional, but you can collect some nice items 
if you're willing to work for them. Visit the computer to 
gain access to three security doors. However there's a 
problem: You can't collect the three Item Coupons by 
just opening three doors.To get the coupons, you need to 
open a couple of doors and then use the ductwork to 
move between rooms. If you mess up, you can reset the 
doors at the computer only if you've already traded a 
coupon. 



Here's what you 
need to do: First, 
open Security 
Doors 1 and 2 
(see map). This 
enables you to 
enter a room and 
grab your first 
Item Coupon, 
Now enter the ductwork and crawl to the 
middle room where the second Item 
Coupon is located. Exit the room and 
open Security Door 3 to find the last of 
the Item Coupons* With all three coupons 
in your possession, return to the computer 
and trade them in for a Star Pendant, 
Four Slots, and an Materia. 




Door #2 


Door #t 


Door #3 
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powder to try Q\rr 

ULLS AN.15 1HE VEND- 
[INKS IM THE MAIN 
HOUGH YOU (JA>T*r 
MS FOR USTNtr ri'JjflAi; 
t i-T Y COOL TO PJLAV 


The 64” Floor 

The 64th Floor is a huge 
recreational area- If you 
want you can rest and save 
your game before moving 
on. Visit the locker room 
and you can steal a couple 
of items from some 
unlocked lockers. There’s a Megaphone in the back 
row of lockers, but Cloud won’t take something he 
can't use. Oh well... maybe later. 


* *» u* 

? 


iWt Don't 

the rjVF.AfDMiLls 

WC A1AOIINFS IM Ti ll: 
room. Although you 

Kil l -ANY ITEMS I OH 
Il'VSYlLX I'RETI'Y C OOL 
WITH THEM. 


The 65 th Floor 




There’s a huge model of Mrdgar in the center of this room, but several pieces are miss- 
ing. The locked chests located in the surrounding rooms each contain a piece of the 
model; however, you can only collect one piece at a time. Placing a piece in the model 
Chest c unlocks another chest, thus enabling you to 

Chest A ^ Chest E get the next piece. 


Chest B 


First, grab the 
piece in Chest 
A and place it 
in the spot 
closest to the 
door, which 
unlocks Chest 
B. (See map 
for details.) 
Collect 
that piece 
and place 
it in the 
next spot 


WARfS'lNCi! T HJKR1- ARE CREA- 
TURES ROAMINc; THIS FLOOR THAT 
: you*li_ Uraejb id i-'iqht. 







to the right to unlock the next chest. Continue placing the new pieces in order in a 
counterclockwise pattern until all five spots have been filled. After placing the fifth piece, 
the chest in the stairwell unlocks. Inside it is the Keycard for the 66 th Floor. 


The 66 th Floor 

Now it's time for a little spy 
work. Find the bathroom, enter 
the open stall, and then climb 
into the ductwork that runs 
over the meeting room in the 
middle of the floor From this 
choice location, you can listen in 
on the executive meeting below. 

You'll learn about Shinra's latest evil doings and the circumstances concerning Aeris' 
fate. When the meeting is oven back out of the ductwork and follow the execs to the 
stairs— it's on to the 67 th floor 



The 67 ™ Floor 

Follow Hojo around the 
floor and into the stock 
room. After checking out 
the "jenova" tank, head 
toward the back of the 
warehouse where you can 
save and collect a "Poison'" 
Materia. When 
you’re ready, hop 
on the lift to the 
68< u floor 



F.ASY UPGRADES: Jr vnu can ffni> a 
Morn Slam mu or t wo to fktht. you 

CAN STEAL SO NIK CaIUJON SiANC.JKS. 
WMK1H IS A MUCH SI RONCLK I YI’L Ol 
ARMOR* ALSO, WATCH FOR A 

3RD. I III.Y CAKIW Mil. HaM^EDGE, 
WHICH is THU BEST WI.AI-ON FOR. CLOUD 
AT THIS POINT IN THE CAME, 





Thje 68 th Floor 

Hojo is about to begin his next experiment and Aeris is one of the specimens. The team 
confronts Hojo and frees Aeris, but not before Hojo calls for reinforcements. The 'lion- 
type' 1 specimen. Red XIII, offers his help in defeating Hojos creation, however, this 
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means you must send one 
of your characters to the 
side with Aeris. For now, let 
Barret stay and send Ttfa 
with Aeris. Also, take a 
moment to equip Cloud or 
Barret's armor with the 
M Elemental-Poison tT 
Materia combination. This 
will help a great deal during the upcoming Boss fight. 



irTlfa, I'rn.ccMntln'dnyDur 
ejjiiiBi, (airfare el h«r[ 


Boss Fight: 

Sample: H0512 
and Sample: 

H0512-0PT 


This Boss comes equipped with its own set of henchmen. Normally they wouldn't be 
much of a problem* but H05 1 2 can reanimate any of its 
fallen buddies. In effect, this means that regardless of 
your actions, HOSI2 will always be in the back rank. 

Therefore* anyone equipped with a short-range weapon 
will have trouble causing damage to it. At this point in 
the game* Barret is the only character with an appropri- 
ate long-range weapon* so he's the only one with a 
clear shot at HQ5I2. Leave the little guys alone and 
focus ail of your attention on HOS 12, If it dies, its 
friends go with it. 












wtmm 


Keep an eye on your health — especially those affected by 
HOS 1 2’s poison attacks. Defeat this Boss and you'll receive a 
Talisman* 

It’s time to get out of here. Select your new party and grab the 
“Enemy Skill” Materia chat popped into the specimen tank* 
Hojo’s lab assistant is 


still on the catwalk, so 
stop and harass him to 
get the Key card for the 
68 th door. Now head for the stairs and walk 
down to the 66 th floor elevators. 


BATTI-E TIP: Any CHARACTER WHO 
DOESN'T WAV* A long-range WEAPON 

should uiii sm_i.cs D.uiuSrc: rut 
Birr Ntm. m a r Poison vtq.vV work m 
THIS Wn.F,. 






SHINRA HA SHOES 


ITEM SHOP 


Item 

Cost 

Potion 

50 

Phoenix Down 

300 

Antidote 

60 

Eye Drop 

50 

Tent 

500 
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Shi nba’s Headquarters 








AUGHT! 




After meeting with President Shinra, 
AVALANCHE is taken to the holding cells on 
the 67th floor. While in the cell approach the 
door so you can speak to the other charac- 
ters. When you're finished* take a nap. When 
you awake from your sleep, you'll notice the 
cell door is wide open, What the.*.? 

Inspect the downed guard and then wake up 
Tifa* After getting the cell key from the downed guard, Cloud frees the rest of the 
team. But something's seriously wrong here: All the lab technicians are dead and Jenova 
is nowhere to be found*To find out what in the world is going on, follow the blood trail 
to the President's office* 


" “ 


ITEMS 

ENEMIES 

Guard Source 

Vargid Police 

(Boss) 

Zenene 

Protect Vest 

Brain Pod 

l (Boss) 

Rufus (Boss) 

I __ l 

Dark Nation 


1 (Boss) 




This leads you to the site of President 
Shinra’s body slumped over his desk. It 
looks like Sephjroth is the culprit, but he's 
nowhere to be found* Shortly thereafter 
Rufus, President Shinra's son, lands his 
helicopter on the roof. Take this opportu- 
nity to meet the new leader of Shinra Inc. 


dead.,. 

T he head of Shinra is dead,,,' 






Cloud will send away the rest of the party 
when this occurs. 

When Tifa leaves, redistribute your Materia. 
Give Aeris the "Lightning" and "Restore" 
Mate Has and make sure Red XIII has at hast 
one Spell Materia {preferably another 
"Lightning'’ Materia)* 

As soon as you’re finished, head for the elevators. As soon as Barret,Aeris* and Red XIII 
enter the elevator, Shinra security ambushes them. 





85 




Boss Fight: 

Hundred Gunner 
& Heli Gunner 


Hundred 

Gunner 



The team must fight 
at long-range against 
an enemy specially 
equipped for just such 
a fight, Barret is the 
only character who 
can damage the 
Bosses with his nor- 
mal attack. Everyone 
else must use magic 
or Limit Break attacks. The 
Hundred Gunner is especially 
weak against Lightning, so cast 
the Bolt spell as much as 
possible. After substantially 
damaging the Boss, it trans- 
forms and begins charging its super weapon. 

When the Hundred Gunner is destroyed, a Heli Gunner descends 
upon the party.This battle is similar to the previous battle, so focus 
on long-range attacks, Bolt spells, and Limit Breaks, Don't forget to 
keep a close eye on your HP! 

As the Heli 
Gunner nears 
death, it trans- 
forms and 


Heli Gunner Moiwm shai attacks 

Aft flltlHQ 
GAHNIM UMf 



[ - *' r ” ’ j; jNBtJKlgy 

m 



, , ' -JA — ' i ~ '' * 



NOTE: 1( lAKJiS 


THf BOSS 1 WO 


turns to j?uei>a.iu; 


I ts CANNON, 

WHICH SI lotij n 


CMVL YOU PLENTY 


Ol TIME 1*0 T’lKISH 


opr THE Boss 


WITHOUT TAKING 


A HIT, 



begins unleashing stronger attacks. 
Keep up your pace and the fight 
should be over quickly. For defeat- 
ing both Bosses, youVe rewarded 
with a Myth ri I Armlet. 


After the Boss fight, the scene switches back to Cloud and ftufus. YouVe then given a 
chance to equip Cloud, which you should accept. Give him a Restore Materia and spell 
Materia combined with the 44 AiP' Materia. You may also want to place the “Elemental- 
Bolt” Materia combination in his armor.The battle begins when youVe ready. 
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Boss Fight: 

Rufus & Dark Nation 
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Your first order of business is dispensing of 
Dark Nation. Its Bolt attacks are powerful and 
it casts lots of protection spells on itself and 
Rufus, which tends to make the fight tougher 
than it has to be. 


If you equipped Cloud with the 
“Elemental-Lightning” Materia 
combination* you won't need to worry 
about Dark Nation’s attacks. Rufus isn’t 
a tough opponent either; keep your 
HPs up and use you r Limit Breaks 
when they become available. When 
Rufus can’t take any more* he grabs his 
chopper and flies away — like father, like 
son. Survive this battle and you’ll 
receive a Protect Vest and a Guard 
Source. 


With Rufus out of the way, find Tifa 
and then join the rest of the party in the lobby, 








The CHASE 

Cloud and the rest of the gang borrow some 
brand-new Shinra vehicles and hit the highway* 
but Shinra Is in dose pursuit. Cloud must 
defend his friends and their truck by swatting 
Shinra soldiers off their motorcycles. 

However before you begin, take a moment to equip your 
party. Make sure you have the “ Lightning” Materia and 
several “Restore” Materras,You should also equip one 
character's armor with the “Elemental-Fire“ Materia 
combination. Set up your party in reverse order: Place 
front row characters in backhand back row characters in 
front. 

During the chase, the Shinra soldiers will attack the truck 
and cause damage to Cloud and his friends, You must 

defend the team and their vehicle by knocking down the Shinra soldiers with Clouds 
sword. Sounds easy, doesn't it? 

There are two types of Shinra Bikers: Red and Orange.The Orange Bikers are decent 
riders, but they tend to dive right in without thinking, which makes them rather easy to 
defeat, The Red Bikers pose a much larger threat. Instead of coming towards you, they 
avoid you when you approach them. Plus, they're always looking for an open spot. The 
real danger here is that the Red Bikers tend to draw you away from the truck, which 
enables the other Bikers to cause some damage while your attention is diverted. 


Control iM Mb wttti ihc jOtrectloruI button*] 
Mid jtveyw* frkNj* tr the true* 
from rhe Shinra puraurt uano* - 



ITEMS 


ENEMIES 

Star Pendant 


Orange Bikers 

(Boss) 


. Red Bikers 
Motor Ball (Boss) 



1 i 


Bike Controls 


Button 

What It Does 

D»], [«] 

Moves bike to Right and Left 

[Del] 

Attack to the Left 

[+] 

Attack to the Right 




battle tip: Basically, you want 

TO STAY CLOSE TO OR BtyUND THE 
TRUCK AND HIT THE ENEMY BIKERS 
AS THttY APPROACH. 1 1 ONE GETS PAjjjT, 
MONT GO AFTF.lt HIM UNLESS LIT 
ATT ACKS THU TRUCK. U HE BACKS OFT 
{NORMALLY ONLY THE REU filKTHS UO), 
DON'T CHASE HIM— MAKE HIM COML 
TO YOU. 


Ids possible to push over enemy Bikers with your hog, however, it 
causes a lot of damage to your bike and ids a much slower process. 
However; you can also topple enemy Bikers using the^domino effect.' 
If you knock over a Biker In front of another enemy, it causes them to 
collide. This makes both bikes wreck and makes for an easy kill. 
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The Chase 





After toppling an enemy bike, you can push it around some as 
it slides off-screen, Take this opportunity to line up the 
wrecked bike into the path of oncoming enemy Bikers, 

Eventually, the enemy catches up 
with the party, forcing a fight. Any 
damage the Shinra motorcycles 
caused to the party transfers 
over to the beginning of the next 
battle. 


Boss Fight: 

Motor Ball 

Motor Ball gets the drop on the party, so it gets to 
attack first. Don't worry, though, because the attack is 
weak and causes little damage. Immediately start pelting 
the Boss with everything you have. Bolt is extremely 
effective in this fight and can cause around 250 points 
of damage with each cast. If a character doesn't have 


Motor Ball Mown Steal Attacks 
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Bolt, he or she should use normal attacks and act as 


the team's medic whenever the need arises. 



BATTLE TIP: If- you sc?r YOOu 
Cl 1AHACT1>RS UP IN 
ORDER AS SUGGESTED EARLIER, 
TTIlt T'EA.'vt Will. fLNTOJ* THE HAT - 
TLB TN THEIR NORMAL PORMA- 
noN, If you chose not ro, 

YOU SHOUU> Mn XT’ THOSE in 
THE HACK RANKS TO THE FRONT 
AND VtCm VltRSA* 


Speaking of medics, be on the lookout for Motor Bairs Rolling Fire attack. Motor Ball 
only performs this attack while in an upright position. This attack can inflict as much as 
250 points of damage to each character, so keep your hit points up! 

When Motor Ball transforms, you really only need to worry about its Twin Burner 
attack. It only causes about 80-90 points of damage to each character, but it’s still a 
threat. A Star Pendant is your reward for winning the battle. 






It’s time to leave Midgar 
and start the search for 
Sephiroth. You won't be 
back here for quite a while, 
so cake one last look 
around and then travel to 
the nearest town, Kalm, 
Kalm is a small village 
northeast of Midgar and a 
good place to begin your 
search. 



jyLM 
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NOTE; Tin CAME TAkliS A MUG t ITTKN HI III. Ui* TO THIS l-OlNT, 
Tlllt QUI'S t HAS ttliLIV RAIKLY LJNHAlt, FUOM NOW UN, VOU‘U. H WT 
LAltCfi ARJ AS TO RXPI.OUL Willi LOIS 01< IHIMG?* TO OIYCOVMC 
HAVIi RflM ANIJ TAKI. YOujll HMI' Wl lf£K ItUVKti INC. I UOM |*| ACT 
TO I'l.ACT . AlTT.R Al l , MAI l ; 1 HI U N OJ AN RI*Ci I'. |>IM ;OVUftYl 


ITEMS: 

Megalixir 

Peacemaker 

Ether 


ENEMIES 

(MIDGAR 

AREA): 

Devil Ride 
Custom Sweeper 
Kalm Fang 
Prowler 


NOTE: Cloud’s fi.a suhack is i.a.sv to 

SAVlCATl; AND Ml CAN' 1 Ull , NO 1AK» 
YOIJK TIMi: ANI> DAY A l'ITNTlOK To 

Cloud's story* 


When you reach Kalm, go to the Inn and meet 
up with the rest of your team on the second 
floor. Cloud then 
takes this 
opportunity to 
relate his experi- 
ences with the 
infamous 
Sephiroth. 



Tifa’s Piano 

During the flashback, make 
sure you visit Tifa's house on 
the east side of town. In her 
room you can retrieve a pair 
of Orthopedic Underwear 
from her dresser; or you can 
play a tune on her piano. Pay 
close attention to the notes, you’ll need to play the tune again some day: 

90 Kalm 








Do-Re-Mi-Ti-La 
Do-Re-Mi-So-Fa-Do-Rc-Do 

With the story told, the team prepares to rejoin the fight 
against Shinra, Go back downstairs and you'll receive the 
PHS.With the PH$ in your possession, you can rearrange 
your party while walking on the World Map — a handy 
device to say the least. Now go and explore Kalm. 

Kalm is a quiet little town set on the outskirts of the 
wastelands surrounding MrdganThe people here are main- 
ly Mythril miners, but lately no one can 
mine because of the monsters* 

Pick up some supplies in town and talk to 
everyone— there are plenty of free items 
to pick up. Make sure you search the 
houses by looking inside cabinets and 
stairwells. There's even a treasure chest 
with a Peacemaker inside; however; you 
won't be able to use it just yet. 


Several townsfolk mention that they've recently seen a man 
dressed in black carrying a large sword. Hmm. sounds like 
Sephiroth! A man near the town 
entrance says he saw him head- 
ing cast toward the grassy field. 

Get your team together and go 
after him* 




EASY UPGRAOES 
vN MORE: proiu; dhoi-- 
WNG 950 tat. ON ii It 

C.ANNONllAt I , 1 OOK POR 
Fit* Custom Swi:h*i h. a 
ktiativi or MnxJAR's 
S wiiKFER . ( r i s i % yt K A 1 M* 
You CAN ST LAI. thf 

Atomic Scissors, a 

V|-HONC,[ K WL APO.V, H(OM 
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vout<st*u i l ie BKEftNSi:* 
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ANOTHER KWLMY SKIM « 
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WITH TUB "liNtMV SKll 1 " 
Majtria anij wait ior 
mi. Custom Swra: i*ju ro 
use, r>c£ Math a Magic 
atiack. 


ITEM TIP: In.mui 
The I nn you 'I i 
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iNiaii mr tali 
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CAph* REACH I I » 
BUT II YOU IRY 

Grabbing rr n vi; 
times hi Yt. Get 

OFS1 I AMO UNI) A 
WAY. 
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HOCOBO RANCH 


ITEMS: 

“Chocobo Lure” 
Materia 


ENEMIES 

(CHOCOBO 

RANCH 

AREA): 

Levrikon 

Elfadunk 

Mandragora 

Mu 


This is Choto Bill's Chocobo Ranch. 
Chocobos are bred and raised here 
for Chocobo 
racing and for 
transportation. 

Take some time 
to talk to the 
family. 


MATIiRIA TIP: Wiji n you fjhst 
KKACJ-I JIU: KANai. TALK TO THM CLOS- 
ES r Chocodo. Vhe Cmocobos will 

f tps I PERFORM A LITTLE DAJs’Cl', AS’U 
THEN YOU *1.1 RECEIVE YOUR FIRST SUM- 
MON M.YITUf A, THE ■ CliOCO/iVlOO” 

Materia. 




There's only one way 
to reach the Mythril Mine and that's by crossing the 
marsh. Choco Bill insists that you catch a Chocobo 
to accomplish this task. Trying to cross the marsh on 
foot can be dangerous* 
because there’s a huge 
serpent known as the 
Midgar Zoiom that 
hunts down anyone 
who enters the area. 


Chocobos are faster than the 
Midgar Zoiom, so you should be 
able to reach the other side 
unscathed while riding one. Choco Bill also mentions that he 
saw a man in black enter the marsh a little earlier. 



Go to the stables and talk to Choco Billy, He doesn’t 
have any Chocobos for sale, but he can sell you the 
“Chocobo Lure” Materia. With this Materia, you can 
attract and capture a Chocobo by exploring areas near 
a set of Chocobo tracks. There is one catch: The 
“Chocobo Lure” Materia will cost you 2000 Gil. If you 
need more Gil, you need to fight some of the monsters 
around the ranch. You must have the Materia to continue. 
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Chocobo Ranch 



MATERIA TIP: 
Wanna save somr 
Gil:- Wai.K back 

ObTYlliiL Till STA* 

Hi es J“« WHERE 
YOU FIRST US ITtUaP 
n« Ghocoro 
Ranch. Wi-iila 
S LANDING AGAINST 
THH LUNCH, M.uWbY 
WALK SOUTH UN I U 
rr LOOKS UfcF 
Clou i > is about 
TO exit i mu 

RANCH, Mow WALK 
TO THE mom AND 
YOU* SHOULD TLNI> 

a FREE 

"Ghocoho M hi " 
Ma itilia on thi 
GROUND- ChoCO 

Bii.lyS i .osi is 

YOUR CAIN I 
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With the Materia in your possession, 
you can buy Greens to aid you In the 
Chocobo-capturing process. You can 
keep a Chocobo from running during a 
battle by feeding it Greens (unless of 
course you mistakenly attack the 
Chocobo* which causes it to flee no 
matter 


uiu'ajtvtuYftaUf;* 


fttitWK, 


Ijvwprywi 

itiirtiSfwn 

iuiwA-Cictm 



how much 

you've fed it). The Greens aren't really 
necessary, but it's up to you if you decide 
to purchase them. When youVe ready* 
equip the "Chocobo Lure" Materia and 
go outside. 

Look for some Chocobo tracks and 
walk on them (these should be pretty 

obvious). Eventually, you‘11 enter a battle and a Chocobo may or may 
not appear in the enemy group. If the Chocobo is in the enemy group* 
kill the monster(s) without harming the Chocobo. When done cor- 
rectly, the Chocobo is yours! if you fail, continue to try until you are 
successful. 

Hop on the Chocobo and ride it 
through the marsh located to 
the southwest, Remember to 
avoid the serpents shadow or 
you'll be forced into a fight 
against the Midgar Zolom. 



CHOCOBO TIP* Chotoro* Have mu abiuty to run away lkom rxL> 
MILY OTHER MIAN THE MlQ«AR ^OWM. INTACT, A* LONG AS YOU>* Ktl>- 

, NC A Choc obo; you won't have to hc.h i any random lnuount.rs. 








MATI : KIA TIPS: 'f'HtKt Alii SEVERAL L\f.mv 
S ums Id HI HAD IN IHF AKHA SURROtlNDINO Till 
CfiOtOHO RaNIiI. ~Thi:si iNOLUmt I I \H 4 
Sun ii >e* CnocoBiJCKU-,, and Bi i a. 

A corHi:k-t i kb ar.AM HF. knows- as a Mi.' uses 
I.KVFI 4 Suicide, ti uan nil i ( odni> anstsukri 
AHOtlSI) Hill RANCJ I . A Ml] DOESN'T USI l.EVGl 4 

Death veRY oniSN, so you’d, seed ro exhrcim 

A UTTI t i*At ILNCI WHEN TKYIWO VO OBTAIN H N 
UNIQUE SKILi. 

ChQOQuUCKLE is A i inti; ioin;ni n to Utrr. Fnivr 
YOU NEK 13 TO 1 IAVL AUiP-AljY LEARNED I NI- LtVUI 
4 SuiCIDl SKILL » ROM A IOCAI- Ml. Til IN YOU 
NEED IT) LOCATE A Um I 6 CllQCOHO, WHICH 
ISN'T LASS’. THESE O lOCOROS Alt! I AIR I Y RARE* SO 
YOU* l I. 1 1 AVI- TO I'KlHT Yfiuil WAY THROUGH A 
HOHDf qi It. via I y Ciicw-onos JUST! to to no oni 
U\TI To DiMTRMI.NL A ChOCOUO'S I.I ITJ,, 

YOU CAN un NI K use A ^SDNMi” MATERIA* OR YOU 
can just look rati a Clio coho wriii nvo 
tTAKiKoNS oh two EurAmfNKs, Thfnf CTiqcohos 
AHI AJLWAY’s 1.1'VEt 16. ONCI VOU’Vl: tm.VIHU'l) A 
LitVEL Ui ChOCQBCi* if i-i) n isn l JLK A MiMEU OR 
A SYJ.KtS (illFTN (MiMICTT is ALL YOU*|J HAM 
ACCi SV I’O EARLY on) AM) Tl il.N MM T HE 

Chooobo wrm Ityh. 4 Suicide, ITUs will cause 
I Ml Cnocofto TO RLTALIAtl WITH ClIOCORUCKLl . 
1 I lls UNIQUE SKILL C AUSES AN AMOUN T OF »AM 
ACT! GQUA1 TO IMF NUMHI.H Ol f MMF.S YOU'\T 
ESCAm) l-KOM COMBAT, 




1 

I AM, m i NOT LEAST* you'l l. I I NT 1 TH AT Till. 
MlDCAIl ZoijOM ROAMINCi Dili MARSH 
HI i WliliN 1 Ml RANCH AND THT MYTMRlI MINE 
POSSESSES V POWERFUL SKILL CALM'D WET A, THIS 
nKII 1 IS TOL'UI IO Cl 1 EARLY IN IT it CAME, 
BECAME YOUR CHARACTERS Will. I lAVll A 
T f >UC;iT TtMII SURVIVING nil- U VI IT IT la l MLR 
IU» TURN 1 Al l lt FOR IT, Oft TRY I HU FOU.OWINC 

thick. Equip a ci iaraqter with the “I nimy 

SKILL" AT A I T HI A AND IMF “BLEMLNfAl -Fllte' 1 

Materia combination (which must hi* 

IT, AC ID IK 111! CMARA< TElUs ARMOR). BECAUSE 

Beta is a (mrk-bam D at jack. tele dam At a 
CAiJSFI) TO 1 1 IF CHARACMttt t-I.ARNING THE 
m wn i nh hai.vi it t which SHobiv <*ivi 

him/her a i KjirnNi'i piantcf. 
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Chocobo Ranch 



LYTHML MINE 


ITEMS: 

Ether 

Tent 

"Long Range” 
Materia 
Mind Source 
Elixir 
Ht-Potion 


ENEMIES: 

Castanet 
Ark Dragon 
Crawler 
Madouge 




MATERIA TIE: YOU cam t umu so.Mi: 
or* tin vrNi;$ in ihi mine, Ont i.eaos 
to ini' im i„ wuii.i tiik oniirn lcads 
TO A Hli>l>tilSf Ll |l<;i AN t* THE ‘Lose. 
Ran Cl/' MaiTOUa. Tima Matlkla wu.r 
won li i co.Mr vkry usfm i . so cick it 

Ul' ilClOHt 1 VO 17 H AVE. 


The mine is fairly small, so it*s difficult to get 
lost in, There are plenty of items to pick up, so 
just refer to the map for exact locations. 




Before exiting the mine, the team runs into 
Rude, Elena, and Tseng of the Turks, It 
appears the Turks are also pursuing 
Sephiroth, Elena, the newest Turk, slips up 
and mentions that Sephiroch is headed for 
Junon Harbor, which isn't far from the mine. 

If you follow Tseng out of the mine, youll 
see a large condor on a nearby hill. You've 
come across Fort Condor, home of a small 
band of rebels 
fighting against 
Shinra.Take the 
opportunity to 
stop by and get 
some rest before 
moving on to Junon 
Harbor, 



HEW ENEMY 
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IWt CONDOR 


There’s not much you can do here at this point. However, you can visit the shops, rest, 
and learn a bit about Fort Condor and the fight against Shinra.You can even help out by 
talking to the man at the top of Fort Condor, which is actually a strategy-based mini- 
game in which you can take 
part. This is completely 
optional at this point, but 
its good practice, if you 
want to know more about 
the Fort Condor mint- 
game, refer to the dedicat- 
ed section in the back of 
the book. 



NOTi£; You can't 
BEST OR HUY 1 CKMS 
UNTIL VOU’VH 
agrfrd to join 
i ht i icht TO SAVE 

the Condors. 
Speak wm i XHE 

MAN IN TI-IE MIDDLE 

of Fort Condor 
ro DO SO. 



When you're done 
here, leave the fore and 
continue northwest to 
junon Harbor. 



The Mystery Ninja 

On your way to Junon you should run across several small forests. While roaming 
around a forest, you may run into a strange little girl named Yuffie KisaragLYuffie is a 
female ninja and a Materia hunter. 



Finding Yuffie isn't always easy. You have to 
any forest area until you encounter her 
Yuffie appears just like any other enemy 
creature, but she has the temporary name 
1 'Mystery Ninja/' She's a tough fighter, but 
you should be able to defeat her without 
much trouble. Equip yourself so you're 
well protected against fire. 


walk or drive around 


NOTE: You 

DON’T I-fAVF TO 
LOCA'IL Yl hl tl YET, 
HOVt'tVEIt, SHK 
GOMES IN HANDY IN 
THE NEXT BIG B OSS 
FIGHT. 
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After defeating Yuffie, you'll go to a small map that has a 
save point. Here you'll fmd Yuffie lying down, but shes fine. 
Examine her and you’ll start a long dialogue. 

First, don't use the Save Point. Doing so means you must 
take your eyes off Yuffie and when you return to the main 
screen she’ll be gone— along with some of your GiL 
Second, don't insult Yuffie's abilities. She's a ninja and very 
proud of her skills.TMrd, don't do anything that might 
result in your losing sight of Yuffie, 

Examine Yuffie and she'll challenge you to 
another fight. 


Yuffie: “You spikey-headed 
jerk! One more time, let's 
go one more time!" 

Answer; Not Interested, 

Now she’s feeling cocky, so she taunts you. 

Talk to her again, 

Yuffie;" You're pretty scared of me, huh!?" 

Answer; petrified. 

She'll start to leave, but turns back to yell: 

Yuffiefl’m gonna leave! I mean it!" 

Answer: Wait a second! 

She seems to be getting the picture. 

Yuffie:“You want me to go with you?' 1 

Answer: That’s right, 

Yuffie:“AII right! I'll go with you!” 

Answer: Let's hurry. 

You've done rt! From this point forward, Yuffie Kisaragi wifi be under 
your command. 







TIP: h YOU wan r TO PlGUrt^llilS QV T 
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wyes off Yufvib* Shk*$ a inier ani> 
CAN'T Ipv 1 KiTS i iin- U THAI MOItMii OF 
1NI O IfiN * i ENOUtiH, THUN KT A.b ON. 
HOWSMiK, YOU MUST MB WaSni U THAT 
Titt, roufmflNc; iNroRMATit>N civis 
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UFi©BI HAEBOR 


ITEMS: 

ENEMIES: 

Power Wrist 

Bottom swell 

^ "Shiva' ' Materia 

[ ( Boss > 



EASY 

UPGRADES! 

Now i hr a i you 

l*R<3 h AIlLY I < AVr 

Yi i iiu in voim 

PARTY, YOU MAY 

Wan r to up< ;uaue 

III it W l : . a t*o N . 

For funaitly. 
tKbhiiN a mossier 

IN THIS AKUA 

that's t:\HK VINO A 
NIvW WEAPON I Ok 

Yumi.. Just hint 
down a Formula 
in m& ARSA 
Hi-. i Wl IN J I -NON 
and Fori 

CONIJOR, AND 
THUN SIT! A I, THL 
BOOMUt ANC !■ ROM 

it. Also* Keep 

YOtJH EYES OPEN 

i‘ci« a ZflMZiii t i r 

uUiAiiiRE. This 

IlkAVI HAS A NRW 
liNlMY Skil l., 
WHnK Wind, iil i 
you won't hi' 

ARI.L TO TEARN Ur 
JUS"! vi; I* WiirrB 
WjND IS A IUIAUN« 
SKILL, SO THL' 

Ze-m/j j ett won't 
USE rr ON Ti ll 
PARTY UNLESS YOU 
"1 AK I CONTROL Ol 
IT UMNO n tE 

‘TManipula | l ^ 

M A I I.RIA, WHICH 
YOU S| lOOIJ>N "t 
HAVE JUST* VET. 



At first, there's not much to 
do. You can talk to the vil- 
lagers and perhaps even visit 
the Weapon Shop. There's 
also a beach, but instead of 
taking it easy, take a moment 
to re-equip your characters. 


WARNING! Ji nun HARBOR may bk 
DII MCULT IO HNO ON YOUR PIRST TRIP. 
I I t OCAI I.IJ NEXT TO THIL OCEAN AND 
1H-HINU A SMALL* CI41T* ITS EASY TO 
LOCA l Ii ON THE M A IV SO WA1.K AKOL'Nl) 
IN 1 1IAT A It I'iA UNTil YOLJ v||. SOMtl- 
ruiNc; UNUSUAL. 


BATTLh FIF: First miN’us rutyn JTri 
Barret and Yumit in yoi k party n 

THEY ARJBN'T At READY, CJ*Vfc CXOUl> 

* HE rt l,ONC UAStii:" jyiATM.KJA ANl) 
SWITCH B-YRKE 1 TO A LONC-RANt.t- 
WEAl-pN II 1 HU'S a'kki NTI Y UMNC, \ 

SHORtwRANCi: oni . Also, equip a 
CHARACIKH with ini “Chuco/Mih.“ 
Materia. Now yoi 'he ready ro hi)’ 

nil l*LAt!l-L 


At the beach, you'll meet a lit- 
tle girl named Priscilla, who is 
good with animals and not very 
fond of Shinra. She asks you to 
leave, but a monster attacks 
the party leaving Priscilla in the 
middle of everything. 
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Jungn Harbor 



Fight: 

Bottomswell 



\ \ 

\ 


Bottomswell is a flying Boss, so only characters 
equipped with long-range weapons can hit it with their 

normal attacks* This is the 
main reason you need Barret a« 
andYuffte in your party during 
this battle. Also, this is why 
Cloud needs to have the 
“Long Range" Materia 
equipped. Now your entire 
party should be able to hit 
Bottomswell with their normal 
attacks. 

Bottomswell has two attacks that you should be aware of. 
The Water Bubble attack encases one of your charac- 
ters in a bubble, which prevents chat character from par- 
ticipating in the batde.This attack is very similar to Reno’s 
Pyramid; however, you can only pop the bubbles with 
magic. 


Bottomswell Mourn Smi. attacks 
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Shoufd Bottomswell encase someone in a bubble, its best to use a magic attack or 
enemy skill that can hit both the Boss and the bubble at the same time. In effect, you're 
conserving MR without wasting a turn. However, you must act quickly; if all three of 
your characters are encased in bubbles, you lose the fight and the game.The enemy skill 
Matra Magic works particularly well. 


Also, watch for the Big Wave attack. This hits your entire 
party and causes around 100 points of damage to each charac- 
ter. Normally this isn't a big deal, but Bottomswell gets to use 
the Big Wave as a final attack So basically, when you kill rt, it 
casts Big Wave in hopes of taking you down with it. Just keep 
your HP above I SO. When you defeat Bottomswell, you’re 
rewarded with a Power Wrist, 

This latest threat is out of the way, but Priscilla isn't breathing! 
Cloud must perform CPR on the little girl to save her life. The 
crick is to let your lungs fill up as much as possible before exhaling— just don't watt too 
long or you’ll accidentally exhale, This sounds easy, but it may take several tries. Press 
the [Del] key and Cloud will slowly begin to fill his lungs with air, When the meter 













reaches the top of the lungs, press the [Del] key a second 
time and Cloud will breath into her mouth.This should be 
enough to bring Priscilla around. 

I The lady who owns the house at 
the entrance to the town is 
I thankful for your assistance, so 
she lets you use her home any 
I time you need to rest. Take her 
up on the offer and spend the 
night. In the morning pay a visit 
to Priscilla and investigate what 
I the ruckus is about. 

Priscilla gives Cloud the , 4 Shiva” Materia for saving her 
life, and says that Shinra is throwing a celebration for 
Rufus. You must gee up to that city, but how? Priscilla has 
the answer. 





Mr Dolphin can launch Cloud up 
to a safe part of the tower. To do 
so, find the spot you want to jump from and then call 
Mr. Dolphin 
(by pressing 
[Del]). He'll 
leap high 
into the air 
with Cloud 


on his nose. If you find the right 
spot, you'll land safely on the bar 
overhead. 



MR. dolphin 
TWi 

TO MAJCI! I HINGS 
EASIER, JUST CALI 
Mr. Doli-hin 

TWICL. WITHOUT 
MOVING C LOUP. 
ON THE SKCjOND 
; it* i it’i t land on 
mi: MI-A.M, 



JUNOH HARBOR 

SHOPS 

ITEM SHOP 

MATERIA SHOP 

Item Cost 

Fire 600 

WEAPON SHOP 

Item Cost 

Myehril Armlet 3S0 

REST 

Old womans 
house 

Free 

Item 

Cost 

Lightning 

600 

Potion 

50 

REST 


Potion 

SO 

Ice 

600 

Phoenix Down 

300 



Phoenix Down 

300 

Restore 

7S0 

Grenade 

SO 

Lower Bedroom 

Free 

Hyper 

100 



Tent 

500 



Tranquilizer 

1 00 







Tent 

SCO 
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Junon Harbor 






UNION 


When you land on the pole, Cloud will climb up to the Junon Airport, 
Walk west to the lift and take it down to the door below. Inside this 
area, the soldiers are going crazy as they try to prepare for Rufus" 
arrival. One of the captains sees Cloud and assumes he’s just out of 
uniform. Follow him into the locker room and Cloud will don a Shinra 
uniform. You must also learn the proper greeting procedure, because 
you Ye now part of the reception com- 
mittee. You just need to stay in step dur- 
ing the march, plus you'll have to ^shoul- 
der"' your rifle by pressing the [Enter] 
key when the other soldiers do. 

The parade is already in progress, so you'll need to jump 
in. Follow your new commander to the parade route using 
a shortcut. When he gives the sign, run around the march- 
ing soldiers and retake your position in the back. When 
the Shinra soldiers raise their guns, you should raise yours as well The same holds true 
when they shoulder their guns. There’s a definite rhythm to it. Depending on how well 
you perform, the TV Producer will send you an item. 



ITEMS: 

! “Enemy Skill"" 
Materia 
1/35 Soldier 
Mind Source 
f Luck Source 
Power Source 
Guard Source 
I Speed Source 




PERCENT 

■TEN 

29% or lower 

Grenade 

1 0-3 9% 

Potion (x6) 

40% -49% 

Ether (x6) 

50% or Higher 

5000 Gil 





Rufus and Heidegger get into it after the parade and you 
learn that Sephiroth is indeed here; however, you can’t go 
looking for him just yet. First, you must attend Rufus' 
send-off and your commander isn’t about to let you go 
without a little practice. 

Easy enough, right? 

Not really. The timing 
is the difficult part.The 
commander will bark 


NOTE: Tim SHtiKT SKNIVOFF 1‘ltOCK- 
DtflUl CHAT YOU LEARS MF Ki; ISM 1 ! THE 
ONE YOU USM LA J I K. I I ’S IMPORTANT 1 I O 
gf-MliNtHHJt THIS WHI N' YOU C.T1 JO THE 
DOCK. 











an order, prompting you to respond correctly.You , ll notice that the other soldiers hesi- 
tate a little* but you can't hesitate or you'll throw off the whole thing. Practice your tim- 
ing a bit and then head out. 

There’s plenty to do in junon. Visit the shops along the main strip as you head toward 
the dock You can get all sorts of new stuff and a few special items if you look hard 
enough. Don’t forget to stop at the Respectable Inn, It's like the Beginner’s Hall, but you 
can learn a lot of advanced information about many things. Also, you’ll want to pick up 
the “Enemy-Skill” Materia lying on the floor. Don’t forget to talk to the sailor in the 
cross section of town between the two main drags. He mentions a Submarine Dock and 
an Underwater Make Reactor beneath junon.This information might prove to be useful 
fater. 


As soon as you reach the dock* the send-off begins. (Heyl Isn’t that Red XIII hiding over 
there?) Follow your commander’s orders and try to make Rufus happy. Depending on 
how you perform, Heidegger will give you a prize. 


Mooo 

Item 

0-50 

Silver Glasses 

60*90 

**HP Plus M Materia 

100 or higher 

Force Stealer (sword) 



(MOTE: The sf.vu- 

OFf (S A! WAYS RAN- 
DOM * 50' THE COM- 
MAIVPFK'V OKOliKS 
AUt z A I. WAYS DlFHiR.- 
EiVl'. 





f / 


***** 


When you’re dismissed, follow Rufus and Heidegger onto 
the boat, They’re looking for Sephiroth, so you don’t want 
to be far behind. 


C! 

dlHINRA BOAT 


ITEMS: 

ENEMIES: 

Ether 

Marine 

“Air Materia 

Scrutin Eye 

Wind Slash 

Jenova-BIRTH 

White Cape 

(Boss) 

L “Ifrit” Materia 

L_ 


The boat departs 
without a hitch. 

Thought you were 
alone, huh? You’ll soon 
learn that the entire 
team has sneaked onboard* Locate them ail 
and collect any items along the way* 



■■■■BBS 


102 


Shinra Boat 






After speaking to 
ever /one, return to 
the hull and talk to 
Aeris again. She'll 
point out that 
Barret is missing, 
the front of 
the boat and you'll 

find him trying to eavesdrop on Rufus and Heidegger, The longer you talk to him. the 
more it seems like he might get out of control. But then an alarm sounds! Sephiroth 
must be onboard? Organize your party and get down to the cargo hold. 


It must be Sephiroth, because most of the crew is either dead or 
dying. Those who aren't are out to kill anything that isn't wearing a 
Shinra uniform... and that means you! 


jh the back of the boat it's more of the same. Head upstairs and 
grab the Wind Slash, a weapon for Yuffie, before you do anything 
else. Approaching the standing guard prompts Sephiroth's appear- 
ance. He looks the same, but he's obviously more powerful than 
ever Sephiroth beats a hasty retreat and leaves the team with a 
nasty surprise. 


EASY 

UPGRADES: 
Shinra Marines 
A UK CARRYING A 
PIECE OF AiiMDK 

calli u Shinra 
Hut a. it's a 

DECENT PIECE, OF 
ARMOR AND WELL 
WORTH STEALING. 








Boss Fight: 

Jenova^Birth 


Although this is a pretty straightforward fight, keep in 
mind that jenova is considerably more powerful than 
your troops. Its Tail Laser is its strongest attack and 
can easily knock down each of your fighters by about 
200 HRs (400 if it uses it twice in a row), jenova can 
also tip the odds in its favor by casting Stop on one of 
your characters, just make sure you distribute your 
Materia evenly so jenova doesn't cripple your team by 
paralyzing a single character 


Jenova^ 

Mofim Sthai 
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If/* 
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Norm 
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110 I 

J. 

Norm 
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Use your most powerful spells 
and Limit Breaks against it. The 
enemy skill Flamethrower is 
particularly effective during this 
battle, but only if you learned it 
in the Mythril Mines. Also, use 
your Summon Materia to 
cause some serious damage to 
jenova with solid hits from 
M Choco/Mog M and “Shiva.” 
Defeat Jenova and you'll receive 
a White Cape. 


Costa del Sol is quickly 
approaching. Grab the 
“Ifrit” Materia left behind 
by Jenova and return to the 
deck. 










UPPER JUNOM 
SHOPS 

Free Items 
1/35 Soldier 
Mind Source 
Luck Source 
Power Source 

Guard Source 

“Enemy Skill" Materia 

|l 


MATERIA SHOP 


Item 

Cost 

Sense 

[000 

Seal 

3000 

Restore 

7S0 

Heal 

1 500 

Revive 

3000 


WEAPON SHOP 


Item 

Cost 

Hard edge 

1500 

Grand Glove 

1200 

Atomic Scissors 

1400 

Striking Staff 

1300 

Diamond Pin 

1300 

Boomerang 

1400 


ITEM SHOP 


Item 

Cost 

Potion 

50 

Hl-Potion 

300 

Phoenix Down 

300 

Antidote 

80 

Eye Drop 

so 

Echo Screen 

100 

Hyper 

100 

Tranquilizer 

100 

Tent 

500 


IT * 

LOWER JUHOH 

ACCESSORY SHOP 

ITEM SHOP 

Free Items 


Item 

Cost 

Item 

Cost 

Speed Source 


Silver Glasses 

3000 

Potion 

50 

1/35 Soldier 


Headband 

3000 

Phoenix Down 

300 

HATERIA SHOP 

WEAPON SHOP 

Invisible Alpha 

250 

Item 

Cost 

Item 

Cost 



j Fire 

600 

Mythril Saber 

1000 



fee 

600 

Cannon Ball 

950 



Lightning 

600 

Mythril Claw 

750 



Earth 

1500 

Full Metal Staff 

800 



Poison 

1500 

Mythril Clip 

800 
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STh DEL SOL 


ITEMS: 

Power Source 
Motor Drive 
^ Fire Ring 


ENEMIES 
(OUTSIDE 
COSTA DEL 
SOL): 

Grangafan 
Grangafan Jr, 
Grangalan Jr Jr 
Beach Plug 



Ah. a tropical resort! Too bad the team doesn’t have time for a vacation, That’s okay 
though, when Rufus learns that AVALANCHE was onboard the boat. Heidegger will 
provide all the entertainment you could ask for. 

There's not much for you to do here. You can visit all the shops 
and stock up on supplies if you’re low. If you have plenty of 
money (fat chance!), you can purchase President Shinra's beach 
house for the not so low price of 300,000 Gil Just because you 
can’t afford it doesn't mean you shouldn't take the items in the 
basement. 

After youVc looked around 
town, go to the beach and you’ St 
find Hojo lounging around with a 
bunch of bikini-clad women, Who would've guessed Hojo 
was such a ladies man? The only important information he 
has is that you need to head for Mt. Corel, which is to the 
south. 




NOTE: An hr spiiAKiNc; witt j Hojo* 
each c»i J i ii, characters not in yoi.ih 
PARTY VrtLL IX> TMHJR OWN THliVO 
AROCNl* HOWES! . JLACJI I TJMK YOU ITAY 
n-mouGH H V II, ,maki sukl you e\ n- it 
Costa i>hi .Sol wrri i a uhttkiin i 

PARTY SO YOU CAN CHECK OUT l AOH Ul' 
ri 1 1 : ih Ofi m itiTY" Ac rr i vrn m. 




NOTE; 1 lii-.Hi-S a reason Son s arf 

Till ITIWTC'S SPECIALTY* IViT* COftEi* is 
PH UI) Wt TH MONTHS THAT CAN (AS t 

1 1 IF SroM M i l l * Make sum vou pick 
vp a rvw m i cm i you 


After exploring all of Costa del Sol, head to the 
Inn for a solid night’s rest, because in the morn- 
ing you’re off to Pdt, Corel and the Gold Saucer, 
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ITEMS: 

Star Pendant 
W Machine Gun 
Turbo Ether 
Wizard Staff 
’Transform" 
Materia 
Tent 

Mind Source 
Power Source 


ENEMIES: 

Needle Kiss 
Cokatolis 
Grangabn 
Grangalan Jr* 
Bagnadrana 
Search Crown 
Bloatfloat 
Bomb 




MATERIA TIP; Bui ORE 

YOU HKAf> i'OH M 1, CUKKl * 
Cl It CK r HI' liftACKRS M AK 
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EnI MY Skll 1. CAI l ED Btg 
Guard, which acts the 

S A ME AS CASTING WAU> ON 
A H ltSON. HOWl'ATIt, 
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CUAUD I ONtl LIlTORF. YOU 
CAN US!’ WAI I * 

U Si’Oim'SAl l t Y, YOl 1 
CAN’T ACTTJAtXV GHT THE 
SK M I JUST YKT Hl-CALISI'. I t ’s 
A mOTl'CriVh skill ANF1 
mi, Bi At ii Rugs arkn't 
rue LEAST HIT INTKRIlSTfcn 
IN USING rr ON SOMEONE 
who’s trying TO KII.I. 

1 1 HIM * J I NT R t.M I "..VI FJ VM 

WHI'RI' i he Beach Plugs 
AR l ANp COMF. HACK 1-1 If RE 
ONCE YOU HAVI I HI 

1 1 M AhWfU LA I MAI 1. 14 1 A * 



Head west from Costa del Sol to find Mt. 
Corel* which is at the end of a winding path 
through the mountains. The path 
through Mt, Corel is fairly straight, 
but it’s full of surprisingly strong 
enemies. Keep a close eye on each 
character’s health during battles. 

You’ll see another Mako Reactor 
shortly after entering Mt* Corel. 
You just canY seem to get away 

from these things. The re's 
nothing to do here at the 
moment, but make a men- 
tal note of its location* 


EASY UPGRADES Ne.vh mi: Mako 
Realtor youTt find ike 
Bagnadrana creature, which ts ( ah- 

HYING ANUlHPK SUKl'KlSir* WlT H QUICK 
HANDS* YOU CAN VITAL THE DIAMOND 

Bin f rom n* You may ai .ready have 

lilts ITFM IN YOUR. INVENTORY II YOU 
HAD F SOUGII Gil RACK IN JtJNQN, RU I 
ii NcmuNc; i i.si you can ski I rr uvnut 
FOR A PROFIT* 


1% 


w 


td 


a 


% 


107 



When you exic the reactor area, you'll 
start walking on some old railroad 
tracks that occasionally break, if you 
fall, press [4] or [6] on the Numeric 
Keypad and tap the [Enter] key as fast 
as possible. This enables you to pick up 
one of two items as you climb back up. 

The item on the left side is the Wizard Staff; the item on the right is a 
Star Pendant. You'll get three chances, but you can only pick up each item once. 

It's impossible to get across the low bridge at the end of 
the tracks, because someone left the drawbridge up. 

Instead, go back and take the high road over the water. 

This path leads to a dead end, but it also leads to the 
bridge’s controls. 

Next to the bridge controls you'll hear some chirping 
sounds. Climb up the wall at that spot and you'll see a 

bird's nest 
resting on 

some treasure chests. You can take the trea- 
sure (10 Phoenix Downs) if you’re con- 
science allows it, but you'll disappoint your 
partners, plus you’ll have to fight a 
Cokatolis. 


Welcome to North Corel, Long ago this was a beautiful coal-mining town. Now it's 
nothing but a burned-up version of what it used to be. It's also Barret's hometown. 



WEAPON SHOP 

MATERIA SHOP 

ITEM SHOP 

REST 

Item 

Platinum Bangle 

Cost 

1800 

Item 

Heal 

Cost 

l cnn 

Item 

Potion 

Cost 

so lnn 

200 

1 JUU 



Carbon Bangle 
Four Slots 

800 

Revive 

3000 

Hi-Potion 

300 


1100 

Restore 

750 

Phoenix Down 

300 


Molotov 

400 

Seal 

3000 

Soft 

ISO 


Antidote 

80 




Fire 

600 







Eye Drop 

50 




Ice 

600 




Hyper 

100 




Lightning 

600 




Tranquilizer 

too 











Tent 

soo 
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ORTH COREL 


Upon entering North Corel, Barret receives a rather cold 
reception. It's not exactly what you'd expect, but there's 
more going on here than you 
might have guessed. 

Talk to everyone and visit the 
shops. Also, step outside the 
town and save before you go to 
the Ropeway to the west. After 
Barret finishes his story, hop on 
the Ropeway and ride it to the 
Gold Saucer. 



Phoenix Down 


300 


Tent 


500 


GENERAL STORE 

WEAPON SHOP 

Item 

“Transform" 

Cost 

sooo 

Item 

Carbon Bangle 

Cost 

BOO 

MaldeiVs Kiss 

ISO 

Force Stealer 

2200 

Cornucopia 

150 

Molotov 

400 

Soft 

1:50 



Hyper 

100 



Tranquilirer 

100 
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OLD SAUCER 





The approach to Gold Saucer is something you don’t want 
to miss. This giant amusement park/casino has everything. 
Inside you can bet on Chocobo Races, fight in the Battle 
Arena, visit the Ghost Hotel, play at the arcade, and even 
participate in a stage play. There is one small catch- 
admission to the park is a whopping 3000 Cit for a 


one- day pass, or 30,000 Git for a lifetime pass. At this 
point, you'll probably only be able to afford the one-day 
pass, but you 1 ! I want to pick up a lifetime pass at some 
point. 


t;P ONLY! There ark rwo '(•hings you shovui know auui.it 
mii f.ntrapjch ru ruu Cold Saucer. First, it cost's 5 til* 

(NOT CJll.) TO 1 NH MU SAV L |*OINT. SfcCONU, YOU CAW OCCA- 
MONAl I.y PI iJiC-l IASI. CP IJtOM A M AN WHO i IU>K.\ IN IMF HUT 
HI HINT? Mil ROPEWAY CAR. Hi T. I SKI T. YOU i CiI J FOR 100 Cll * 
LJl* TO A MAXIMUM Ol 100 CiR HeS NOT I I liIKH 1 ACT I TIME YOU 
LN | L-K n 11. Goto SAUCER, p.l I pNCTi YOU I I AVI A * UIMM* EASY 
YOU LAN RUN IN AND OUT OF I HI KNYRANCK UNTIE HF. UTFAKA. 


Host of the attractions here use GP instead of Gil, You 
can win GP at the Chocobo Races and at Wonder Square, 
just remember that GP is useless outside of the Gold 
Saucer, so it T $ a really bad idea to convert your entire for- 
tune into GR 



MOT II; 1 1 you’vj 

UKIi SPECIFIC INEOH- 

mation on the 
various iudes and 
ATTH AC m ON K AT" 
THE Coi u Saucer, 

Rf l-l.H TO I'HI: 

Gold Saucf.r sec- 
t loN in rt if_ BACK 
or I HI HOOK. 



It looks like everyone— well, almost 
everyone — is up for a little fun. Pick your 
partner and explore the park, There are 
only three areas you need to visit. 


First, you 
should visit 
Speed Square, 

Here you'll 
meet Dio, the 
owner of the 
Gold Saucer, 

Dio mentions 
chat someone wearing a black cape with the 
number I tattooed on it came through earlier asking about a 
Black Materia, It sounds like Sephiroth was here, but he's 
probably already gone. 


: J 


SPECIAL WEAPON: Whut l EXi'LOft- 

INt, YOU MAY WANT TO STOP PAST SlT.RO 
SQUARE A NO TRY YOUR HAND AT I ML 
ROLLER COASTF.lt MlMK.AMIl. 1 1 YOU 
CAN .'vCDRK 5000 POINTS, VOU'l.t. 
RECEIVE A VERY SPlLCiAI PRIZE, AeRJC 
UMliUKtlA. This WEAPON CAN OMY PR 
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Flits i | JlSC. Fills IS IN NO WAY AN EASY 
I ASK (ESPLCEAI LY HE* AIJSE MOST PC 
OWN’ HRS DON'T HAVE TtJKHO CON- 
TROI 1 I RS wm-l SLOW MOTION SW1TCIN 
Ks)> tit IT ri C AN HE, DON !■. * CHECK 
oi. r rin Com Saeu.i r section for 

MORE INFORMATION ON RF STINK i 

Spued Square, 
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Gold Saucer 




Next, stop by Wonder Square. Here you'll meet a rather 
poor fortuneteller named Gait Sith. He'll give you a for- 
tune, and then join your party to see if his predictions 
come true. After the encounter; you can enter the arcade 
and mess around or you can head over to Battle Square. 


turtle's par- 

A OISE FLY Rlt #3: 
If YpU*R), WOKKtSC, 
ON 11 iis SI DTI 
QDJ-VT, VOli*i,l. 
WAN | TO STOP IN 

at the Ghost 
H oi ill , iNMOt 
VOtPU- l.*IND rHK 
THIRD Ti.'KI I l?'i 
PriMADIM' FLYKk 
NFX I ITJ l>tl’ IH tow 
L£A»iwO TO THE 
ITEM SHOP, 



What's this? There's a dead Shinra sol- 
dier on the steps to the entrance of the 
Battle Arena, Inside it's more of the 
same. Who could have done such a 
thing? The 


bodies are 

riddled with bullet holes. No.,, it couldn't 
be, Barret was mad, but not THAT mad. 

Talk about being in the 
wrong place at the 
wrong time, Dio walks 
in and the next thing 
you know, the team is 
getting thrown 
out of the Gold 
Saucer for a 
crime they didn't 
commit. 

Now jump back 
on the tracks and 
follow the path until you reach a small town named 
North Corel, 


I 


typurt hbf film,, 
TNr/it*fttau 
Septtirbtfl wouH: k * » uk # 





Inn 

REST 

5 GP 




HOTEL SHOP 

Item 

Cost 

Potion 

SO 

1 Phoenix Down 

300 

1 Ether 

1500 

1 Antidote 

80 

Maiden's Kiss 

ISO 

Cornucopia 

ISO 

Soft 

ISO 

Echo Screen 

too 

Hyper 

100 

Tranquilizer 

100 




c 


OREL PRISON 


ITEMS; 

Stiver Armlet 
(Boss) 


ENEMIES; 

2-Faced 
Bandit 
Death Gaw 
Bull Motor 
Land Worm 
CactLtar 
Dyne (Boss) 



The team ends 
up in Corel 
Prison at the 
base of the Gold 
Sauce r There's 
no way out 
either because 
the area is com- 
pletely surround- 
ed by quicksand, Cait Sith does mention one 
special occasion where someone actu- 
ally escaped, but he doesn't mention 
how it was accomplished. 



Barret is also with the team, but he's 
still in a bad mood and there are more 
dead bodies. Follow him off-screen, but 
watch your step — this place is filled 
with thieves and murderers, 


Follow Barret to the house located in the southeast. In this house, 
he explains to you what’s happening and tells you more about 
Dyne, it appears that Dyne is back and Barret needs to find him. 



First, return to where you entered the 
prison, where you'll find another dead 
man. Go through the gate and then to the east to find Dyne, 


BATTLE Til's 
You'Ll. I- 1C M X A 
lot til B ANnrrs in 
COKFj Prison, 
TlfEY wiu OHTN 
MUG VOU AND 
» J LA I. I I XMS* ll 
YOU QUICKLY KILL 

mi Bandit who 
rtiAiA an item, 
you'll CUT n 
back, However, IF 
niK Ban on gits 

AWA\, VOUH ITEM IS 

Ot>NS ranisvEK. 


UPGRADES AND SKILLS: |N mi- aki.a mjil of jUNKI-G GJMiS, 
YOU CAN ACQUIRE ANOTHER NLW JTEA| AND A NLA\ INI MV SKILL. 

Tml Di ai ii Clawsi in this, area have iwo surer des for you. 

Fob f Ml BSXTLKOUS, VOtTtX HINU EACH ONE IS PiACKlNO A 

Pi.ATiNUM Bangui „ which you may already havt in y our i>os 
session, li SO, you should still CONSIDER s i r VUNG THEM 
BECAUSE YOU CAN SELL THEM RV DOING THtH, VOU CAN 

ftfccovKH t’HF 3000 Git. vntt shreoti run- for vault trii* to 
C am Sait eb. Heath Claws a i so use a ni:w immi skii-L. 
gyultu J-AYLR. Ip YOU MbHU n i.AHi.lt_K (OK tF Y^JJLl HAVt A NKW 
** Enlmy Skill" Maitria) yoiKCan lkasm rm "Mm iia M.-\l,ic.*' 

ENLaIY Skjl l HlOM mi: LOCAL RtlLI MOTORS, 


1 1 2 _ Corel Prison 







This isn't a happy reunion of old friends* Dyne has never 
recovered from the destruction of North Corel. Now his 
only wish is to destroy everyth I ng— including Barret and his 
daughter, Marlene* 


Boss Fight: 

Dyne 







Barret fights this battle alone* 

Throughout most of the fight, 
you’ll continue to trade blows 
with Dyne while keeping up 
your health* Dyne's attacks 
build up Barret s Limit Meter quickly, so you'll have plenty of 
opportunities to hit Dyne* 


Dyne has a magic attack called the S- 
Mine, but it's no stronger than his nor- 
mal shot* The attack can be dangerous 
because he can use it immediately after 
using his normal attack* This combined 
attack causes about 300 points of damage, so you should keep Barrets HRs around 300 
to stay out of trouble* 



WARNING’ PVNl; lf,v> A FlNAt ATTACK f AllTf> 
THH Mp I QTOV COCKTAII , WHICH IMFI 1CTT5* AH0UT 
1 5t> POINTS OF RAMACi, Hf‘| I 1 ;sT IT WHFN Till/ 
JUV* IMUKIY *1E UA m HIM* HoW»VFR, II* YOUtt l -AST 

attac k keai lv Hn> him hahij, ycw ■ won'i cavi 
LUAJ THi: atANU.* Hk .M-SO UStri THIS ATfACK 
VLlifLN His MI* LOW. 


You receive a Silver Armlet for defeating this 
Boss* Dyne also gives Barret a pendant for 
Marlene, 
which is a 
keepsake 
of 

Marlene's 
mother. 


6MIUL STORE 

Item 

Cosy 

Potion 

50 

Phoenix Down 

300 

Tent 

500 







The chocobo race 


In the morning. Cloud and the rest of the 
team pay a visit to Mr. Coates* Hes reluctant 
to help the team at first, but Barret shows the 
pendant to Coates, who quickly changes his 
tune. If the team wants to get out of Corel 
Prison, they need to win a Chocobo Race. 

Now it's time to meet Ester, Chocobo Racing 
Manager and all-around nice person* She offers 
to be Cloud's manager and says shell loan him 
a decent Chocobo for the race. She cakes you to the Jockey’s Lounge where you can talk 
with the other jockeys and grab the "Ramuh" Materia. You' II also meet Joe, a champi- 
on Chocobo jockey. He may seem like a nice guy, but he’ll be a thorn in your side later 
on. When the bells 
sound, follow the other 
jockeys out Ester will 
give you some last- 
minute tips before the 
race begins, so pay 
attention. 



ITEMS: 

"Ramuh" Materia 


ENEMIES 

(GOLD 

SAUCER 

AREA): 

I Flapbeat 
Spencer 

i Harpy 
joker 







It's best to take Manual control of your Chocobo 
before the race even begins. At the start of the race, 
increase your Chocobos speed so that there’s a very 
stow drain on its stamina. This will give your Chocobo 
better speed than the other Chocobos and should 
enable you to get a small lead. 


I AKF IT EASY: Don* r 

WOK HI)' II A O lOt OHO UHLS 

moving vj&j you. Tin jocklys 

ARF PUCfffNt. niCIK LHOOOHOS 

jpoo HAHO—l MFI I t RITN Oiry 

OP AM BPrOHl Ttm HAH IS 

bvr «, 
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Tut Chocobo Rac e 





Now keep to the inside of each turn to quickly fly through 
them, (Don't believe me? Try taking the outside of a turn 
and see how everyone goes flying by.) When you reach the 
“space theme 1 ' area, make your Chocobo sprint toward the 
finish Hue. If things go well, you should easily win the race. If 
not, keep trying until you do. 

Youre free from prison and Dio is very 
sorry about the mix-up. As an apology* he 
gives you a Buggy to help with your jour- 
ney He also tells you that Sephiroth is 

headed to 


Gongaga* a 
town located to 
the south. 


SI AMINA 
CHEAT: Yon can 

M.O WT V M HIX 
YOI R ClHVCOHO's 
VI AMINA Mi ll K UY 
i (Of niNt* [ 1 1 + [ 

4 IV | HE N'UMUtli: 
KRVPAU 111 HlNfi 
I Hr HAO. Tl IIS 

V VAULT S von tu 

IHMI V OUK 
Chim ohu H All urn. 


\ 


NOTE: V(M CjAN trilfYSv | Hi DKM.MI 
Mr i in 1 111 lit’OGYp Mirr yoUxan* i 
Ml IUKN ro, Omtl t'KIM >N. HoWr VIH, 
you can hi John to i icj in;v* it r ami a 



ENEMY SKI J. Ci Him mi. you movi 
on, taki S4ivii it\u» ro otittx t»rr 

nil IlKl Kf . l! YOU € AN KINO A HARl*Y 

ro nt.irr* you can ii-ahn thi «nkmv 
ski cl* Aquai ung. You can ai so uruAi 
A S'lUlKlNP 

H i AIT II V(HJ*I> 

I IK I , HU I A I 
nils KMN i 
YOU* I I JUST 
WAN r TO VI I. 

IT. 








THE SLEEPING MAN? It you iaki 
rut UUC.t,V HACK to mil lllist CONI I ’ 

SENT YOI LAN 1'AKI IHll 1 I MAT Vi IJP l! NS 
OfiTAtNlNCi 
At ItlO I t Vlil 4 
I -I MIT Kiii AK* 
l Y\t OF jUISfJN 
YOL 'l.l SI ft A 
N. VIA 1.1 CAVE 
ttUMMOJUNIlEO 
I1Y MOUNTAINS 
ASH A AIVt'H. 

list the augcy ro cuoi'. nit imm at 

m SHAI I nwKlT POINT AND THEN KNTEJt 
iHF c AVi. iKSipi yoi-Tt FlNtt a «i.MrT»* 

tNt; MAN WHO ONIV WAKES I P WHI N 
TUI I I AM 1 1 AN POlipHT A NUMBER OF 
HA I 11 hi WHRftI ITil I AM TWO DIGIT* 
MAI* II. FOU IXAMP I fci. I II Tl WAfU UF IF 

VOLf'vs loiotrr 266 Haiti t&s. How tx> 

YOti KNOW HOW MICH Y€1l *V1 

roifi .irr> Just keff leaving and 

RFTi;n ntnl; 

AND HF’l l. 

tin you utr- 

FHHF.N T 
things ONE 
OF WHICH is 
1 low many 
riMI V YOU’VE 
I OUGHT* 




The mkvi TIM i hi: WAKt-s ui% hf.’i.i hand oytr mm h 
Jloi/r Kixc. ok Myi kkii . To oft rut second itfm, go 

EJGI-IT I IHVLN WATTUS AND TALK 
TO HIM A SECOND TIME. YOU 
MUST HAVE I 111 -. MvllfRlt ItJ 

err Aphis’ Lrv*j A Limit 
itutYK, hut you caNT cri it 
jnvt vn. Rest assurlo that 
I "it* nrr you kno w wh at to im > 

WHHN I HI- AFFHamiAtr -tlMi 
COMB. 




QUICK LEV El UP; 

On your way back 

IHRfHIUH JuNON, YOU t AN 
GAIN HI OR MOKE IJ.VKD IN 
JUST A FIT* HClirS. Iv OH TOUT'S t ItOSS SIlClTON 

mrrwuj.N ilm i wo main drags, you*u uni* an alarm 
box on ntn wai t. Throw mi. alarm an i> ntUN i*lpn 
ABOUND to tNCOi : nt«i t htaturfs you smoui dnT iir 
iicmiMi until nn ftco.vo dim ! RewaricI T hfm 

LVil 4^ BEASTS AM If UK I H% T$CB0 . 

At * i IIS is )IM * H4 )WI VKH, rf ‘v I 

wi 1 1 won hi mi riMix ro I 

I NIT I A IT, a EIGHT * 




[4] & [6] 

Move Left or 
Right 

[*] 

Chooses 
Auto or 
Manual 

[Del] 

Speed up 

tins] 

Slow down 

[Enter] 

Sprint 

m 

Ends race 




BUGGY CONTROLS 


[2]. [4], [6], [8] 

Moves 

Buggy 

[Enter] 

Hop into 
Buggy 

[Ins] 

Get out of 
Buggy 




The Chocu&o Race 




G 


ON GAGA VILLAGE 


ITEMS: 

’Titan" Materia 
"Deathblow" 
Materia 
X-Potion 
White M-phone 


ENEMIES 

(GONGAGA 

AREA): 

Grand Horn 
Gagighandi 
Touch Me 
Kimara Bug 
Flower Prong 
Heavy Tank 




Youll recognise Gongaga Village when 
you see it because of the twisted mass 
of broken and burned metal in the 
middle of a jungle. You'll need to park 
the Buggy before entering the area. 

As soon as you enter the jungle, you'll 
find the Turks sharing some secrets. 
Reno and Rude attack the group, but 
Plena runs off to warn Tseng. 


Boss Fight: 

Reno and Rude 


CIET READY* 

FI AVI, Arms JOIN 

votm iwty ii mii 

tSN'r 41.14 LADY IN II 

and si i in k Limi t 

Hhi- to I.l V|*i 
I. You MAY WANT 

ro spi:ni> 50 Mf 

ITMt IN THT ARIA 
vintm uindini; 
CSONCiAUA VlLLACit 
llUIUtHNC UV HI M 
! i vti r Ml I i'll 
EmHtft YOU KNTIlft 
l till jUNGlJl OUT- 
StDK nil. IV ‘WS . 


Reno 

(Gongaga} 


Mcmjrvi SnAi 

K<* Hi # 


Attmtio 


f 


U'L 22 

f 

Nmhil 


N^rti 

?QOO 

t 

m*m 

ttr m 

* 

V INI- 

n 

Upttn 

tXf' s&o 

0 

HnH* 

GIL 1500 

* 

Norm 

3 



f 


^r5 ^£1!3FM£1 


Rude 

(Gongaga) 



Reno and Rude tend to 
use a lot of magic In this 
battle. Having the Fire 
Ring equipped plus the 
“Elemental-Fire” 
Materia combination 
equipped in someone’s 
armor will help you 
defend against this duos 
attacks. 
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BAT Ml III’: 

CONt'l S i n AT F 

voun initim 

\TTAlTiV ON Kl.l» 
Hf-FOHh, c-otNc: 
WITH Rl.NO. 
Ry»|N M Hr ONI' 
1* t H f-O R.VI IN O Al l 
I Hi! HKAL1NG IN 
THIS BATTLE* 



Have Aeris use her Seal Evil Limit Break as soon as pos- 
sible. It won't mute Rude or Reno, but St should paralyze 
them both, which makes it easy to eliminate one or both 
of them, Winning the battle gets you an X-Potion and a 
Fairy Tale, 

How did the Turks know about AVALANCHE'S where- 
abouts? Maybe it T s a spy. But there’s no time to interrogate 
everyone, so follow Elena to the destroyed Make Reactor 
Scarlet and Tseng show up just after you arrive looking for 
something called “Huge Materia/' something for some kind of super weapon. This could 
be bad news. Check the reactor after they leave and you’ll find the “Titan" Materia, 

the junky Materia Scarlet 
referred to. Now return to the 
crossroads and take the second 
path to Gongaga Village. 

Visit the hut on the south side 
of town, The people here ask if 
Cloud has ever met a man 
named Zack, who left Gongaga 
several years ago to join SOL- 
DIER and hasn't been heard from since, Aeris recognizes the name as that of her first 
love, but even she hasn't seen him recently. 



MATERIA HP: 

Thi nk's a “Ola i*mi o\* “ Mah:kia on this bath chat i i aj»h iu< k to 
nil Worn (i Mai*. 








That's ail you can do in Gongaga except for shopping. 
Return to the Buggy and head for Cosmo Canyon. 


NOTE* Turur, a life no s r A IH N IN 
CJt >N(*AOA VitJLAc;i , M/f i iirm am 
"HHI MAK* 4 !’* FOLI.V, Doit 1 ! Mis* THI: 
WuXMn SliOl’ LOfSAT 1 1 1 AflOVF 1W 
ArrJ^ouv Si- tor 


NEW SKI I I t As YOU MANDliK AKtiUfsT* 
OL I Mill CIOKt,AGA VlllAGB, YOU MAY 

i tNC.cit -N i fcjt a <»xotrr oi Touch Mi 
fni Mirv. Tio-m aknoVinc; urn i- 
Htt.It rAN HACK YOU A Nl-W I Nl M\ 
skip t , r aij.it* HftoG Song. 



ACCESSORY SHOP 


ITEM 

Cost 

Headband 

3000 

Silver Glasses 

3000 

Star Pendant 

4000 

Talisman 

4000 

White Cape 

5000 

Fury Ring 

5000 

“Mystify" 

6000 

"Time 1 - 

6000 

"Hear 

1500 

"Transform' 1 

500 


WEAPON SHOP 


Item 

Corr 

Hardedge 

1500 

Grand Glove 

1 200 

Atomic Scissors 

1400 

Striking Staff 

1300 

Diamond Pin 

1300 

Boomerang 

MOO 

Im paler 

500 

Shrivel 

soo 

Molotov 

400 


ITEM SHOP 


ITEH 

Cost 

Potion 

50 

Hi-Potion 

300 

Phoenix Down 

300 

Tent 

500 

Maiden's Kiss 

150 

Cornucopia 

150 

Soft 

150 

Hyper 

100 

Tranquilizer 

100 


INN 

Rest 80 










N 


\3 


IBELHEIM 



ITEMS: 

EMEMIES 


Luck Source (X2) 

(OUTSIDE 


Elixir 

NIBELHEIM): 


* Turbo Ether 

Nibel Wolf 


Platinum Fist 

^/alror^ 




I IJ A'S. HClt iSEi 
Check Th an 

Moim AMfl VOU*U! 
HMt» nil 1*1 AMO 

I MOM CUouoN 
I’l A-VHfl AOi. 
Rll.MHMKrK Tim 
ll/Mj- YOU r-i AYtOif 
l # t*AY!NO ft SOW 
C*IT> YOU ONn CO-* 
Wt/I LATEX IM THE 

(.AML > 00 * 1,1 r.bi 

MJMI THlNCt MUCH 

HI- ill' M. 


Nibelheim, Cloud andTifa f s hometown, is a small town that 
rests in the mountains. According to Cloud's memories, the 
town should be nothing but burnt earth; however; the town 
appears just as it always was. 

Talk about a cover-up. Everyone 
in the town insists that nothing 
ever happened.And who are the 
weird guys in the black capes? 

Talk to them and most of them 
will give you an item. 

After checking out the town* return to 
Shinra Mansion. Two of the caped guys are out front, and one of them 

hints chat Sephfroth Is inside the mansion. 

Why would Sephiroth return to 
Nibelheim after all these years? 




REST 


Where 

Inn 


GENERAL STORE 

Inn 

Cost 

Potion 

SO 

Hi-Potion 

300 

Phoenix Down 

300 


Cost 

100 


Tent 


500 





Co 


ITEMS: 

Elixir 

I 


ENEMIES: 

(OUTSIDE 

COSMO 

CANYON): 

^Crawr^L^nce 


SMO CANYON 


ENEMIES 
(COSMO 
CANYON 
1 AREA): 

I Skeeskee 
Griffin 

|^Desei^^ahagi n 

After leaving Gongaga, cross the river located southwest of the village 
and then follow the path Into the canyons. Here you'll find the town 
of Cosmo Canyon, which rests on the side of a plateau. This place is 
very distinguishable because of the planetarium located at its top, You 
can't miss it — the Buggy breaks down right in front of it! 

Cosmo Canyon, a community dedicated to 
the study of Planet Life and peace, is Red 



NOTE” Whin 
tui Ikn 

8 RFAKS IXJWN, 
TALK TO nil; MAN 
( rHF. ONIl W HO 

LOOKS t tier, a 

CCWVTKLCIIOM 

WORKER ) IN TNR 

ol rowN. 
Thu, him vow 

AittN't hlhi: to 

V TUl>Y AN I* M*“i I 

oh i r ru hx im 
ItircsoY rod you. 
IT* NOT A Ntces- 
SAKV STtn *T 

DORS 1.EAS TO 
JtOMrrtUNCi * 

LAlLlt. 


Kill's hometown. This is also the place 
Barret once promised to bring Biggs, 
Jessie, and Wedge after AVALANCHE had 
stopped Shinra's evil doings. 




You discover something very big in 
Cosmo Canyon — Red Kills real name is 
Nanaki. Follow Red Kill up the stairs to 
the left to meet his grandpa, Bugenhagen, 
who lives in the planetarium at the top of 
Cosmo Canyon. Along the way, stop and 
talk to Barret, who shares a bit of 


AVALANCHEs history with you. 



Cosmo Canyon 





Bugenhagen is very much in tune with the planet 
and can even sense its despair You’ll get a chance 



TURTlt'S I’AttAlXSfc I'LYEXS #4 &£. # 5 ; 

ArWHFMl.Y nir; 1 'OLfcS IN CilSM O 
Canyon arf ith I'KIme TAUGHT auui- 
ence ptm Xinm p's J’araolu. since 
■nmv'vft vmtEii not f»NB, rut *rao 

IflfFnS IN THIS MAI Ml It CXCLUSTVE VU.* 
CAGE, Fiji: hiivj nlV1|k n attacheo To 

THT - WEAPON SHOl' (OH S IANT))* Tw 
» C.OSII can HK rt 'UMJ NEXT ID 

mi ttrsK iNMiiE tni Inn, Oni.y oNii 
moke to col 


to look at Bugenhagen's contraption, but you must find one 
other team member to join you. You can choose anyone in 
your party — with the exception of Red XIII, When you're ail 
set, return to see Bugenhagen. 

Bugenhagen is already in his laboratory. Go inside and he'll 
teach you about the Lifestream and Shinra's destruction of the 
planet When the lesson is over, 
talk to Bugenhagen one more 

time and then go to the center of k|«% Lj *| j jg 
Cosmo Canyon, where the rest of the team is resting LL-*5^' 
around the campfire. 

Make sure you talk to everyone on the team, but talk to 
Red XIII last. He talks a bit about his mother and father, 

I which prompts Bugenhagen to appear. He 
asks you to create a party (which must 

include Cloud and Red XIII) and follow him to the locked door which 
| you saw earlier Bugenhagen opens a new path on your adventure by 
uniocking the door, which gives you access to the Cave of che Gi. 



Rest 


inn 


100 


GENERAL STORE 


Item 

Cost 

Potion 

SO 

Hi-Potion 

300 

Phoenix Down 

300 

Ether 

1500 

Tent 

500 

Maiden’s Kiss 

150 

Cornucopia 

ISO 

Soft 

ISO 

Hypt-r 

100 

Tranquilizer 

100 


WEAPON SHOP 


Item 

Cost 

Butterfly Edge 

2000 

Tiger Fury 

2500 

Heavy Vulcan 

2700 

Prism Staff 

2600 

Silver Barrette 

2500 

Pinwheel 

2600 

Green M-phone 

2400 

Silver Armlet 

1300 


MATERIA SHOP 


Item 

Cost 

MP Plus 

B000 

HP Plus 

8000 

Mystify 

6000 

Transform 

5000 




I 




© 


I CAVE 


ITEMS: 

ENEMIES: 


DEATH’S DOOR: You may ^a NT ro 

“Added Effect 11 
Materia 

Gi Spcctor 


EQUU* YOpK OUKM IT Its Wmf ITIMV 

iiiAi 1'iu.vL.N i nfcATH. 1 linn Aitr: t hi a 

Heg 


l imes In the Gi Cavl (rnii Gi 

Black M- phone 

Sneaky Step 


Sl'EifORS ANI> &NFAKV S ] 1 1**0 rtLAI CAN 

Ether 

Stinger 


CAST U&A1TI S«NTtLV< :IC* UHH H JI M 

Fairy Ring 

Gi Nattak (Boss) 


HAI'ITNS TO RK A NLW i NLMV .HKIJ L Till 

1 X-Potion 

L Soul Fire (Boss) 


IR.lt K HITtl tV M iRVtVlftC lilt A IT AUK . 
HFCAUM VCil ! CAN * 1 l l.Al.il A OlAD PCR- 
SON Ntw suit I i s. 

Turbo Ether 


“Gravity" Materia 
| Wiser Staff (Boss) 










There are lots of holes In the walls of 
the first cave and inside each is a rock. 

Breaking a rock normally starts a fight, 
but one opens a secret door. Check the 
map for its 
exact location. 

The next area is a smalt maze com* 
posed of several twisting paths. Walk 
down the stairs to collect several 
items or take the path on the bot- 
tom left to find the M Added 
' Effect" Materia (you may remem- 
ber this from the first map). 

Now you have a decision to make. There are five tunnels and you must decide which 
way to go. Here's the way things break down: the first tunnel connects to the fifth 
tunnel; the second 
and fourth tunnels 
take you to fights 
against creatures 
known as Stingers. 




WARNING! Ui WAtih of m* c;own 

COLORED LIQUID ON THP H OOK, It YOU 
N TJiSf on rr, it WK i cau>f you in .sllijf 

OUT OF CONTHOt AND INTO A WALL OF 
MllKf*A. A WAJ KtNC CWARACTliH tAN V\*S 

ovi-it nu i,uujLN coo without 

WOR RY, 




To make this an easy fight, you can equip your team with gear 
that helps protect from fire, Gi Nattaks main weakness is Holy 
magic. This may seem odd, but the undead take damage from 
Cure spells — just avoid using Fire spells. In fact, you can actually 
kilt Gi Nattak in a single shot using either a Phoenix Down 
or a Megalixir (maybe that's why the programmers left a 
Megalixir in the previous cave)* Defeating this Boss gets you a 
Phoenix Down and a ^Afiser Staff 



Follow Bugenhagen 
and the others out of 
the cave, and pick up 
the -Gravity" 
Materia on the way 
out. Now grab a tissue 
and watch as Red XIII 
discovers his father s 
true fate. 
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After everyone composes themselves, you Ve ready to move on. The Buggy should be 
fixed, so hop in and continue to the southwest through the canyon. When you hit the 
coast, follow it to the north to reach your next destination, Nibelheim. 
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Before you approach the troll-like face in the wall, equip yourself with 
something chat grants protection from fire. You'll need it because when 


you walk up to the 
face, it 
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comes to 
life and 
attacks 
the party. 



Boss Fight: 

Gi Nattak and 
Soul Fires 

This Boss can be a real pain, mainly because its Soul 
Fire henchmen have the ability to posses your charac- 
ters. Once inside a character's body, it will occasionally 
cause fire damage. They can also heal themselves using 
their own Fire magic. 








Shinba mansion 


ITEMS: 

Twin Viper 
Magic Source 
Silver M-phone 
Enemy Launcher 
"Odin" Materia 
"Destruct'* 
Materia 
Basement Key 
(Boss) 

Cosmo Memory 
J (Boss) 


ENEMIES: 

Dorky Face 
jersey 
Mirage 
Black Bat 
Yi rig/ Yang 
Ghirofelgo 
Lost Number 
(Boss) 


The mansion is full of enemies this time 
around* Be careful and keep your hit points up. 
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Read the notes lying on the floor to the left of the 
entrance. The first mentions someone trapped in the base' 
ment and the second mentions a safe. According to the 
note, you have 20 seconds to open the safe correctly. 
There are also hints on the paper for each of the dials. 
The hints are: 



1. Look for the lid of the box with 
the most oxygen. 


2. Behind the Ivory’s short of tea and 





3. 


4. 


The creak in the floor near the chair on 
the second floor. Then to the left five 
steps, up nine steps, left two steps, and up 
six steps. 

(missing) 







You don't have to open the safe, but in case you're interested, here's what the code 
means when deciphered: 


L The box with the most oxygen is the treasure chest upstairs in the atrium. Check the 
back of the lid. 

2, The Ivory's short of tea and ray must be the piano in the music room. Check the 
floor around the piano, 

3, There's a squeaky floorboard next to the chair in the upstairs bedroom. Follow the 
directions from that point. 


4* The last due is written in invisible ink. While reading the due sheet* try looking at the 
location where the Dial 4 clue should be. 



After checking everything* you should have 
the following combination: 

Right 36* Left 10* Right 59, Right 97 

Now Is a good time to save your game. 

When youYe ready* go upstairs and try to 
open the safe. Turn the dial to die correct number, and then 
press [4] and [6] on the Numeric Keypad to enter it. As soon 
as the safe is open, you get attacked. 
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Boss Fight: 

Lost Number 




Lost 

Number 
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This Boss can be tough* but there's an easy solution. 

Add Aeris to your party and set her Limit Breaks to 
Level I , She can use Seal Evil against Lost Number and 
paralyze it for most of the battle. While it's paralyzed* 
have Cloud and your other party members pummel it 

with strong 
spells. You should 
be able to knock 
it down to half 
size before it 

recovers from the paralysis. 

If the purple side dies, the red (magic) side will begin casting strong spells against the 
party. If the red side dies* the purple side will assault you with constant physical attacks* 
Fight the red side with your own physical attacks. The red side of Lost Number is very 
resistant to magic* so you should fight the purple side with magic. 


Hi 




Summon "Choco/Mog” 
and you might paralyze the 
monster again; if not, use 
Aeris' Seal Evil again as 
soon as her Limit Break is 
ready. For winning this bat* 
tie, you receive Cosmo 
Memory, which is Red 
Xlll's Level 4 Limit 



Break. 












speak 


With the safe now open, you can get the 
Basement Key and the m O<HiV* Materia. 
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Return to the base* 
ment area using the 
same path you used in 
Cloud’s flashback at 
Knlm Inn. If you 

„ safe, you can use the Basement Key to open the 

door located to the side of the library.This is where you'll 
meet a man named Vincent, When you talk to him about 
Sephiroth, he’ll go back inside his 
coffin, but don’t give up! Talk to him again and you’ll get 
his name. He’ll ask you about a lady named Lucrecia, who 
he claims gave birth to Sephiroth* After getting this tidbit 
of info, you won't be able to get Vincent to open his coffin 
again. 


Continue into the library. Sephiroth is 
inside and asks about the “Reunion*” 

Cloud has no idea what Sephiroth is 
talking about, so Sephiroth invites Cloud to Mt* 
NibeL Sephiroth then bits Cloud with a 
“Destruct 0 Materia and then leaves. 


Return to Nlbelheim and prepare 
for your journey over Ml NibeL 


VINCENT 
If you 

Vincent before 
after i:nter- 

THE I IURARY, 
hf'i.i, join your 

PARTY AS YOU’ 
LEAVE THE KA!ii> 
MEtVT. Il YOU 
HAVE NO JDEA 

wnAx I’m talking 

ABOUT AND 
YOU’RE LODKINC 

for Vincent, 
you SHOULD bi-ad 
this chapter 

THOROUGHLY, 









M T. MBEL 





ITEMS: 


ENEMIES: 

Rune Blade 


Sonic Speed 

Plus Barrette 


Kyuvilduns 

Powersoul 


Zuu 

"All" Materia 


Twin Brain 

, Elixir 


Dragon 

, Sniper CR 


Screamer 

"Elemental" 


Materia Keeper 

Materia 


(Boss) 

"Counter" 

Materia 


\ 






To reach Mt. Nibel* cake the path near the 
Shinra Mansion. Mt. Nibel is just a short walk 
away. 



The first part of Mt. Nibel is fairly linear* although there are a 
few twisting paths off to the side where you can get items. The 
first path ts obvious* but the second path is a little difficult to 
see. 

By riding the chutes after the bridge* you can grab several dif- 
ferent items. However* before you jump into a chute, climb 
down the ladder and push down the folding ladder so that you 
can climb back to the top. Also* don’t touch the large creature 
at the bottom as you move about. 


Chute #1 leads to the ground in front of the large 
scorpion-like creature. 

Chute #2 leads to a small rock ledge that has a 
Powersoul thatTifci can use. 

Chute #3 takes you down to the second level. 

Chute #4 drops you off next to a chest containing an 
"All" Materia. 

Chute #5 also leads to the second level. 

When you have everything* take the southern path next to the large creature. This path 
takes you to the area where Cloud fell during his flashback at Kalm. 
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The cave below should look familiar to you. so hop down and go inside. 
You can get the chest by entering the top hole and following the hidden 
path marked on the map. Then continue until you see a fountain, but 
don’t forget to grab the Materia next to it. 

At the fork in the path, go left and you’ll 
see the Nibel Reactor just ahead; There's 
nothing to do at the plant, so use the door behind it to 
return to the crossroads. 

Now would be a really good time to save your game. 

When you're ready, walk up and inspect the big Boss to 
initiate combat. 


Boss Fight: 

Materia Keeper 



As you might expect, the Materia Keeper is one tough 
Boss. Most of its attacks cause about 200 to 300 points 
of damage or more, and its Trine attack causes 500 
points of damage to eoch of your characters. Fire spells 
heal the Materia Keeper and it's resistant to Gravity. 
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Use your Limit Breaks coupled with hard-hitting spells like 
Bolt 2 and Ice 2, and then switch to your normal attacks 
when a character's magic gets low. Also,, make sure you 
have your team ready to cast Cure-All. When the 
Materia Keeper's HP gets low, it wi II start to heal itself 
with Cure 2. Fortunately, it only heals about 1 ,000 HP 
each time. When it's finally defeated, you'll receive a 
Jem Ring. 
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The Materia Keeper drops a ^Counter 
Attack" Materia on the ground, which you'll 
want to pick up and equip right away. You may 
want to use a Tent after fighting the Materia 
Keeper, because your MP and HP will likely be 
low. With the path cleared, you can now leave 
Mt. Nibel, 



R 
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ITEMS: 

YoshtyukJ 
Power Source 
Drill Arm 
Edmcoat (Boss) 


ENEMIES 

{INSIDE 

ROCKET 

TOWN): 

Palmer (Boss) 


ENEMIES 

(OUTSIDE 

ROCKET 

TOWN): 

Battery Cap 
Valron 
Nibel Wolf 
Velcher Task 
Kyuvilduns 
Crown Lance 
Bahba Velamyu 


the town. Maybe 
house and check 


When you enter 
the town, hit the 
shops and pick 
up the latest 
Materia, 
Everyone keeps 
referring to the 
“Captain" as the man who speaks for 
he's seen Sephiroth:go to the “Captain's" 
out back for him. 


From Me. Nibel, follow the curve of the moun- 
tain range and you'll eventually see Rocket 
Town in the distance. Initially, this was ear- 
marked as the sight for Shinras space program, 
but something must have gone terribly wrong. 

m 
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There's no Captain around, but 
there is a sweet little plane named 
Tiny Sronca The Captain's assistant* 
Shera, greets you and tells you to 
check the Rocket. 
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If you climb to the top of the 
rocket, you'll find the Captain 
inside, whose real name is Cid, 
Cid is an ex -astronaut (well* 
almost) who had a failed launch 
and never made it into space* Cid 
isn't about to let the team use the Tiny Bronco* so leave 
him alone and return to his home* 


HIM ENOUGH, 
GIVE 

Yoshivuki, 
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Go outside and check on Cid 
again, Rufus wants to borrow the 
Tiny Bronco. Sephiroth is headed 
overseas and the Tiny Bronco's 
the best way to get across the 
ocean. Naturally, Qd's not too pleased with this request, 
but it looks like Palmer might try to steal the plane any- 
way, Its up to the team to stop him. 


Cid shows up later and lets Shera 
have it. What s the story there, 
eh? Shera will be happy to fill you in. Several Shinra execs 
arrive shortly after Shera finishes her story. 


Boss Fight: 

Palmer 



Palmer's not a tough opponent. Use 
your strongest spells against him and 
cast Choco/Mog or Aeris' Seal Evil 
to paralyze him. Then speed the team 
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up with the Haste spelf and keep pounding away. 
When executed correctly. Palmer will never get a 
shot off and you'll walk away with a new 
E din coat and the Tiny Bronco. 


If things don't go smoothly prepare to face 
Palmer's Mako Gun. With this weapon, he 
can hit the team with several types of magic, 
including Fire, Iceland Bolt. 


There’s no stopping the plane once it’s in motion. 
The team flies right through the middle of town 
and Cid quickly jumps on. 

Rufus isn’t too happy about 
Cid’s escape and his soldiers 
quickly shoot the Tiny 
Bronco out of the sky. 


Although the plane crash- 


lands in the ocean* it’s still 
salvageable as a boat in shallow water With no 
place left to go and his dreams of outer space 
exploration shattered, Cid signs up with the team. 
Rufus was headed to the Temple of the Ancients* 
so maybe Sephiroth is there as well. 


At this point, you can land on the nearby island and 
make your way to Yuffie’s hometown ofWutai, or 
you can return to the continent you just left and 
look for information on the Temple of the Ancients. 

If you don’t visit 
Wu car, skip the 
next portion of 
the walkthrough 
and go to the 
Weapon Seller, 
located east of 
Gongaga. 
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CONTROLLING THE TINY 
BRONCO 



Move Tiny 
Bronco 

[Enter] 

Board Tiny 
Bronco 

[Ins] 

Get off Tiny 
Bronco 




UTKI 




Youlf have to leave the Tiny Bronco a good 
distance south of WuxaL There's shallow water 
to the north, but the Tiny Bronco can't reach 
it. Park on the beach and then head north 
through the mountains. 

You won't get far before Yuffie comes running 
and yelling at the top of her lungs. She's up to 
something, but is suddenly interrupted by a 
Shinra Attack Squad. These guys aren't too tough, but you'll soon notice something is 
missing... Your Materia is gone! By the time the battle is over, Yuffie is long gone and so 
is all of your Materia. She 
must be headed to the only 
town on the island, Wutai, 

Head north and watch 
yourself — the trip won't be 
easy without your magic. 

When you 
reach Wutai, 
you'll catch 

a quick glimpse of Yuffie, who quickly runs off. Looks like you're going to 
have to play a little game of hide-and-seek. Talk to the villagers and 
they'll point you toward Lord Godo’s house in the northern part of 
Wutai* 

Godo is sleeping inside the house. After talking to him several times, 
Yuffie will finally appear and sparks fly, Yuffie is Godo's daughter and 
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ITEMS: 

Magic Shu ri ken 
Hairpin 

Dragoon Lance 
Peace King, 
"Leviathan" 
Materia (Boss) 
Swift Bolt 
MP Absorb 
All Creation 
Elixir (X2) (Boss) 
Ice King (Boss) 
Turbo Ether 
(Boss) 

X-Potion (Boss) 

| "HP Absorb" 
Materia 


ENEMIES 

(OUTSIDE 

WUTAl): 

Bizarre Bug 
Attack Squad 
Tail Vault 
Thunderbird 
Razor Weed 


ENEMIES 

(DA-CHAO): 

Foulander 
Bizarre Bug 
jayjuyayme 
Garuda 
Adamantaimai 








apparently she's not too happy with her father's compla- 
cency, He chases her out of the room, which takes you 
back to square one. 


Yuffie takes you to 
her basement and 
tells you to pull the left switch. In reality* it doesn't matter which 
switch you pull, because it's a trap. As you might have guessed* 
Yuffte runs off again. Free your comrades and chase her down.,, 
again! 
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Retu rn to the southern part ofWutai 
and go to Turtle's Paradise, After speak- 
ing with the Turks, the boy outside the 
Item Shop tells you that he heard 
pounding from inside. Go in and investigate the treasure chest in the corner to find an 
“HP Absorb 1 * Materia. Before you can put it into your pocket, Yuffie drops down and 

steals it from you again. Well, at least you 
found her! 

Go to the house near the entrance to Wutai 
to find Yuffie hiding behind the screen to the 
left of the entrance, Pult the screen back and 
she's off and running 
again. 

This time, check over at Turtle's Paradise, Notice the jar in front 
of the store? It sure is moving a lot. Now you've got her sur- 
rounded! Have 
Cloud punch the jar 
several times to 

make Yuffie pop out. She realizes you’ve best- 
ed her and agrees to return your Materia, 







Return to northern Wutai, You'll notice the gate to 
the left is now open- Walk up and ring the gong to 
open a secret door. This door leads toYuffie's hide- 

^ — — r| out* where you’ll be 

If y reacquainted with an 
old friend. Chase him 
■' * M and you’ll get forced 

\/s \ ■** into combat against 

=-■ - -. v|| another one of Shirtra’s 
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Squads. 
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Return to southern Wutai 
and you'll bump into the 
Turks. You won’t have to 
fight Reno and Rude this 
time, but they do hint that 
your combined enemy is 
hiding on Da-chao. Run to 
the mountain and hunt him 
down. 


You’ll find the 
evildoer with 
Yuffie and 
Elena. They’re 
both okay, but 
they're also 
strapped to 
the side of 
Da-chao. 
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Boss Fight: 

Rapps 

This is a difficult fight because you're missing your 
Materia. Use your normal attacks and any magic items 
you have in your inventory. Your Limit Breaks will come 
in handy, but watch your health. If your characters levels 
are low, use the following party and strategy. Have Barret 
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and Vfncent join Cloud and take some time to get Barret and Vincent's Limit Breaks fully 
charged When you enter the fight, have Barret use his Mind Bl ow attack to remove 

most of Rapps' MR This keeps it 
from using the deadly Aero 3 
attack. Then have Vincent trans- 
form into any one of his beast 
forms* Also, move any items that 
enable you to cast a spell like 
Fire 3 or Bolt 3 to the front of 
your inventory, This should make 
the fight much easier 



Rapps can cause about 200*400 points of damage with its normal attack and the 
Scorpion Sting. Rapps also has an Aero3 attack that inflicts about 1,500 points of dam- 
age to a single character. This is usually more than enough 
to kill a member of your party and because you don’t 
have magic, you’ll need to use a lot of Hi-Potions and 
Phoenix Downs, Win the fight and you'll receive the 
Peace Ring. 

With Yuffle back — and your Materia returned and out of 
order — you II appear outside of Wutai. However, don't go 
anywhere just yet, because you’ll need rest and supplies. 

There’s also one more thing to do in Wutai. 



The local shops are friendlier now and you can climb the stairs in the Cat House, which 
leads to a shiny new 4 ‘HP Absorb” Materia* Take a moment to rest and save your 



game, and then use the PHS to 
place Yuffie into your party. Equip 
her with your best Materia and 
return to the Pagoda of the Five 
Mighty Gods* 

In the pagoda, Yuffie goes 
through a series of five trials. 
Each trial is a one-on-one fight 
against a formidable opponent. 
Re-equipprng Yuffie for each fight makes her climb to the top much easier. Also, restore 
any lost HP or MP after each battle. Make it past the fifth Boss, and you'll receive the 
power of the Water God Leviathan. 





Boss Fight #1: 

Gorki 

For this battle* equip Yuffie's armor with the 
“Elemental'Gravity M Materia combination* plus give 

her a "Cure,” 

** j “Barrier/' and 

“Counter Attack"’ Materia* 
Gorki casts Demi 2 several 
times* but with an "Elemental- 
Gravity" Materia combination 
in your armor, you'll be just 
fine* 

Cast Haste immediately and keep Yuffie's health up, Gorki will deplete 
its skill power quickly; the fight will then come down to who can hold 
out the longest. You receive an X-Potion for winning the battle. 
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Boss Fight 2: 

Shake 

Haste and Barrier are extremely important in this 
battle. Keep your HP up and watch for Shake's Rage 

Bomber attack* It 
can cause up to 
600 points of 




damage* but Barrier helps cut the damage in half. 
Use Choco/Mog to paralyze Shake and this fight 
will be a breeze. The reward for this battle is a 

Turbo Ether. 


Wumi 







Boss Fight 3: 

Chekhov 




This Boss isn't too difficult. Equip Yuffie with the Jem 
Ring before beginning this battle to prevent Chekhov 
from using its Stare Down, which can paralyze Yuffie. 

Also, cast Haste 



Chekhov 


Stcai. 

TtfA 



and Barrier on Yuffie as soon as possible. Haste 
will enable you to take advantage of Chekhov's 
slow speed, while Barrier will cut its Absorb 
attack in ha If. An Ice Ring is your prize for win- 
ning this battle. 


Boss Fight 4: 

Stan iv 


In this fight, basically all Staniv does ts hit you with its 
main weapon. (It has an attack called War Cry that 
causes Sadness, but it only affects your status.) Cast 

Barrier to cut 
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down its attacks to roughly ISO points of damage* 
and then cast Haste on Yuffie. Sounds familiar, 
right? just keep Yuffie s health up and keep recast- 
ing Barrier as it wears off. You can use spells, 
but it's not necessary. You receive an Elixir for 
defeating Staniv. 


Boss Fight #5: 

Godo 


Godo 
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It's easy to see why Godo sits in the fifth floor of the 
pagoda. This Boss has three faces, each with its own tal- 
ents. The red face attacks with Beast Sword, which 











causes about 250-300 points of damage. It can also 
attack with Trine, which causes close to l>000 points 
of damage. The gold face casts Sleep el or Mini and 
when Godo’s HP gets low, it casts Cure 2. The white 
face casts Drain, Bio 2, and Demi 3. 


There's nothing left to do in Wutai for now. 
Head back to the mainland and take the nearby 
river over to the Gongaga area. 


MATlUilA TTPs Did you lfahm rwk 
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What's a 
low-level 
ninja to do? 

Start by 
equipping 

Yuffie with “Counterattack” “Heal” “Cure/* 
“Time / 1 and “Barrier” Materia, Then equip her 
weapon with the “Added Effect-Poison” Materia combination, which makes her 
attacks stronger, plus it poisons Godo, When the battle begins, cast Haste and Barrier 
and then concentrate on keeping Yu ffie's health up. Use Regen immediately if you have 
it. From this point on, keep the Barrier up and keep Yuffie healed, and attack when you 
get a chance. Cast Slow on 
Godo to give yourself a 
speed advantage. IfYuffie’s 
levels are really low, you 
may not be able to defeat 
Godo, If so, leave Wutai and 
come back later. After 
defeating Godo, you’ll 
receive the “Leviathan” 

Materia and Yuffie's ulti- 
mate Limit Break, All Creation. 
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ITEM SHOP 


WEAPON SHOP 


REST 


Item 

Cost 

Item 

Cost 

Hi-Potion 

300 

Murasame 

6500 

Phoenix Down 

300 

Diamond Knuckle 

5800 

Ether 

1500 

Chainsaw 

6300 

Hyper 

100 

Aurora Rod 

5800 

Tranquilizer 

100 

Gold Barrette 

6000 

Tent 

500 

Slash Lance 

6500 

Fire Veil 

BOO 

Blue M-phone 

5500 

Swift Bolt 

aoo 

Razor Ring 

6000 

Choco Feather 

10,000 

Shortbarrel 

6400 


Godo’s House Free 
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Go to the Battle Arena, and check out 
Dio's show room to find the Keystone* 
which is on display. Dio won't just give 
it to Cloud* but 
he will let him 
have it if Cloud 
agrees to test his 
luck in the Battle 
Arena. 


TRY HARD: It DOESN’T MATTER MOW 
FAR YOU GET IN lilt, BA IT 1-1 ARKNA* 

you just to I ky, H 6 \vkvkr, if 
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HE Cffl FkMB 
THE KEYSTONE 


ITEMS: 

Elixir 


East of Gongaga Village is a Weapon Seller who lives in a house by him- 
self. He can tell you a little about the Temple of the Ancients* but not 
much. The most impor- 


tant information he has 
is the fact that you need a Keystone to 
enter the Temple of Ancients. Unfort- 
unately* he just sold the Keystone to Dio, 
the owner of the Gold Saucer, 








Head for North Corel and ride the Ropeway to 
the Gold Saucer, This time around you'll 
want to drop the 30*000 Gil for a life- 
time pass to the park. You 1 ! I return here 
a lot if you decide to breed and race 
Chocobos, 






After the battle, Dio hands over the Keystone so you 
can be on your way. But wouldn't you know it, the Tram is 
out of order! k looks like you'll be spending the night. 
Fortunately, Cait Sith has connections and can get you 
into the Ghost Hotel. 

In the middle of the night, Aeris comes and asks you to 
take her on a date. This is the perfect opportunity to tour 
the Gold Saucer and enjoy the rides for free. But first, you 
get invited to take part in the Gold Saucer's stage show. 
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After taking part in the 
show, it's time to venture to 
the Gondola ride. Look out 
the window when your 
"date 11 looks out to watch 
some really cool scenes 
(press [F4]). 













After the ride, 

Qoud and Aeris 
bump into Cait 
Sith* who’s 
attempting to 
steal the 
Keystone. Chase 
him to the 
arcade and then 
to the Chocobo Racing forum. The bad news is 
that you can’t stop him before he gives the 
Keystone to Tseng of the Turks. So that’s it! Cait 
Sith is the spy! 




It looks like Cait Sith 
is staying with you 
regardless of your 
wishes. Fortunately* he 
knows where the 
Temple of the 
Ancients is, so hop in 
the Tiny Bronco and 
head out to sea. 
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TTEMS: 

Trident 
Turbo Ether 
Hind Source 
Silver Rifle 
Rocket Punch 
Lucky Plus 
"Morph” Materia 
Princess Guard 
Ribbon 
Work Glove 
"Black" Materia 
Megatixir 
Trumpet Shell 
Nail Bat 
Gigas Armlet 
(Boss) 

Dragon Armlet 
(Boss) 


ENEMIES 
(INSIDE CITY 
OF 

ANCIENTS): 

Doorbuil 
| Under Lizard 
Kelzmelzer 
Toxic Frog 
Jemnezmy 
8 Eye 

Ancient Dragon 
Red Dragon 
(Boss) 

Demon's Gate 
(Boss) 


ENEMIES 
(CITY OF 
ANCIENTS): 

Kelmelzer 
Slaps 
Tonadu 
Dual Horn 
Under Lizard 




You can see the Temple of the Ancients 
from quite a distance. It looks like a 
huge ziggurat set in the middle of a 
jungle. 




When you arrive, go to the top of the 
temple and search the man in black. 
He'll mention Black Materia and then 
vanish. Inside the temple, you'll find 
Tseng lying on the ground severely 

wounded, He turns 
over the Keystone 
and tells you to 
place it on the altar, 
which opens up 
the temple's inner- 
sanctum. 


The next maze may look like an Escher 
painting, but it's really not that difficult 
to maneuver around it. 


NOTE: You CANNOT WALK ON MOST 
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When you first enter the area, follow the 
purple guy. He'll let you rest in his chamber, 
which makes it easy to wander around until 
youVe picked up everything. 

There's a second Ancient in the southern 
part of the maze. When you get near him, 
he'll run into a nearby door, so follow him 
inside. There are huge “LT-shaped 
boulders rolling down the path 
between you and the Ancient, To get to the end of the 4 

path, stand so that the cutout part of the boulder lands 
where you’re standing. This will make the boulder pass 
harmlessly over you. Quickly get under the next boulder 
or run off to one of the sides to wait for a better oppor- 

tunity.When 
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you reach the 
end of the 

path, the trap will shut itself off and you’ll 
return to the pool in the middle. In this area, 
you’ll see a flashback of the Turks and 
Sephiroth from what must have been only a 
little while ago. 


The next area is a large dock. There are twelve rooms 
surrounding the pit, each one marked with an hour num- 
ber, Spin the hands of the dock so that the hour and 
minute hands form a bridge between the ledge on which 
youVe standing and where you want to go. Many of the 
rooms contain treasures* so make sure you grab them all 
before moving on. 

Clock Rooms 



' Room 1: 

Enemy encounter 

Room VII: 

Trumpet Shell 


(Jemrtezmy, Toxic Frog (x2)) 

Room VIII: 

Megatixir 

Room II: 

Dead end 

Room IX: 

Dead end 

Room III: 

Enemy encounter {8 Eye (x2)) 

Room X; 

To rolling boulder room 

Room IV: 

Princess Guard 

Room XI: 

Dead end 

Room V: 

Ribbon 

Room XII: 

Exit 

Room VI: 

Door maze 








Temple of the Ancienis 





To move around in the clock area* press [Enter] to make the hands 
go forward, and press [Ins] to walk. 

As you enter this room, the guard runs away with the key to the next 
area, To catch him, you'll need to figure out his pattern* Each door is 
somehow connected with another door on the map* Each time you 
enter a door, the guard comes out of a door and then enters a differ- 
ent one* You must figure out which door he will come out of next 
and enter that specific door to catch him. 

Using the map as a reference, find 
the door the guard went into and 
check its number in red. Now 
locate that same number in blue 
elsewhere on the map. This is 
where the guard will come out* 
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After capturing the guard, he unlocks the door 
and gives you a chance to rest and save. 

Just past the door you'll see the room from the 
earlier flashback. This is where you meet 
Sephiroth, who's busy absorbing the knowledge 
of the Ancients. Once Sephiroth leaves, a Red 
Dragon attacks the team. 







Boss Fight: 

Red Dragon 




As the name sort of implies, the Red Dragon is a fire- 
based creature, Therefore, fire-based attacks will only 

immune to 

ur avivjr spells. This also 
means that the Red Dragon 
attacks with a lot of fire-based 
attacks. You can give your 
characters an edge by equip- 
ping them with Fire Rings 
and the Elemental-Fire 
combination in their armor. 
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Start the battle by using 
Bio 2 to poison it while 
casting Barrier/Big Guard 
and Haste on the entire 
team. This will cut down the 
dragon's bite from 700-800 
points of damage to about 
400. Use Regen if you can 
and keep a close eye on 
your health.The “Deathblow” Materia is also a great way to deliver a punishing blow 
to the enemy, With this setup, it shouldn't be a long fight, You receive a Dragon 
Armlet for winning the battle. 


volunteers to relinquish 
to let Gait Sith inside. Is 
It almost seems,,, alive! 


After collecting and equipping 
the “Bahamut” Materia, 
which gets left behind by the 
Red Dragon, run to the right to 
find the Black Materia on an 
altar, There is a problem though: 
You can't take It out of the tem- 
ple without killing one of your 
team members. Gait Sith happily 
his stuffed body. Race back to the exit (12 in the clock room) 
there something wrong with the exit room? 
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Temple of the Ancients 




Boss Fight: 

Demon’s Gate 

Quickly cast Slow on the Demon’s Gate. This creature 
can attack quickly even when slowed, but at least its 
attacks will be more manageable. Also, cast Barrier/ 

Big Guard and Haste on the entire party to help 
protect against the Gate's Demon Rush and avalanche 
attacks. This also enables the team to respond quickly 

I to the Gate's 
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actions. Having 
the “Hear* 

Materia will 

help counter the Petrif-Eye attack; otherwise, 
you'll need a few Softs. 

If you can keep your HP around 1 ,000 
you'll be fine. The Gate is immune to both 
Poison and Gravity spells and is resis- 
tant to Earth, so instead rely on Limit 
Breaks, basic spells, and of course that 
shiny, new“Bahamut” Materia you just 
acquired. You receive the Gigas Armlet 
after defeating the Demon's Gate. 

After all is sard and done, Cloud has a surreal dream of Aeris in the 
Sleeping Forest, which protects the City of Ancients. In the dream, she's 
going to try to stop Sephiroth on her own, but Sephiroth is on to her. 



HOTEL SHOP 

Item Cost 

Potion SO 


Phoenix Down 


100 


Ether 


1500 


Antidote 


80 


Maiden’s Kiss 


150 


Cornucopia 


150 


Soft 


150 


Echo Screen 


1 00 


Hyper 


100 


Tranquilizer 


100 


When Cloud awakens, Aeris has left 
the group and you're inside the Inn at 
Gongaga. Cloud quickly puils himself 
together and the team leaves for the 
northern continent. 
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ONE VILLAGE 




ITEMS: 

Lunar Harp 

Buntline 

Mop 

"Kjata" Materia 
Water Ring 
Magic Source 
Aurora Armlet 
Guard Source 
Elixir 

"Enemy Skill" 
Materia 

"Comet" Materia 
Wizard Bracelet 


ENEMIES: 

Mall Dancer 
Boundfat 
Hungry 
Jenova-LIFE 


Bone Village is an 


excavation site set on 


the edge of the 


Sleeping Forest. Talk to 


the people working at 


the sight and they'll 

■ t v-ES 

provide some valuable 

T 



ENEMIES 

(OUTSIDE 

BONE 

VILLAGE): 

Vlakorados 

Trickplay 

Tonadu 


information regarding 
the area. 


You'll need the Lunar Harp to get past the 
Sleeping Forest. To get the harp* you must hire 
some workers to dig it up for you. Speak to 
the foreman and he'll ask you to place several 
workers, each of which costs 100 Gil (you can 
place I to 5 workers).These workers measure 
the tremors and point to the spot where they 
believe the harp is located. Try to pinpoint the location the workers 
are pointing to and have them dig in that spot. Don't place all the 


workers together or on the same level 

In the morn- 
ing, the Lunar 


Harp is locat- 
ed in the 


chest near the front. If not, you'll 
need to cry again. 


With the Harp in your posses- 
sion, youre ready to enter the 
forest. You may want to 
stick around and dig for 
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other useful items. Just , - 

remember that digging isn’t : * ! ’ X * r 

free. Have the workers 



search for "Good" items 
and you’re likely to find 
either the Mop or the 

Buntline. 



ITEM SHOP 

Item 

Cost 

Diamond Bangle 

3200 

Rune Armlet 

3700 

Potion 

SO 

Hi-Potlon 

300 

Phoenix Down 

300 

Ether 

1 SCO 

Hyper 

100 

Tranquilizer 

100 

Tent 

500 
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FOffiST 
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With the Lunar Harp in hand* the Sleeping Forest greets 
you and lets you pass. There's a Red Materia that keeps 
appearing and disappearing in the trees* Grab it when it 
appears and you'll receive the “Kjata 11 Materia, 

You 11 soon return to 
the Wo rid Map. Follow 
the canyon to the City 
of the Ancients. 
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City of the 

ANCIENTS 


ITEMS; 

Guard Source 
'“Enemy Skill" 
Materia 
i Elixir 


There are three roads at the entrance to the 
city. Explore the two outside paths before ven- 
turing down the center* 

Down the right path, youll find a Guard Source. “Enemy 
Materia, and an Elixir There's also a place to rest for free, 
left path, you'll find a Magic Source, an Aurora Armlet, 



Skiir 

Down the 
and a Save 



Point. Take a look around and settle in for the night. 


Cloud awakens the team in the middle of the 
night, because he can hear Aeris* voice calling 
from the city. Take the center path back to 
find a huge shell house. Grab the “Comet” 
Materia from the top of the house before 
exploring the path in the middle. 



Below the house is a beautiful, crystalline city where Cloud finds Aeris completely silent 
and locked in prayer. Approach her and then watch what happens. 




Boss Fight: 


Jenova-LIFE 
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Equip Cloud with the Water Ring because Jenova- 
LIFE’s attacks are all water-based, which essentially 
makes Cloud invincible. Set up Mbarrier/Big Guard 
to weaken its attacks against the rest of the party and 
cast Haste to speed up everyone else. While Cloud pounds away at Jenova-LIFE with 
his sword, have the rest of your team use Quake 2 or 3 depending upon your own 
experience. 
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With Mbarrier/Big 
Guard in effect, your Cure 
spells won’t be as effective. 
You can cast Regen on the 
group for a more efficient 
healing process. Should your 
allies succumb to Jenova- 
LIFE’s water attacks, wait 
until it runs out of skill 



power, then you can safely revive them without fear of losing them again. It*s possible to 
speed up this process by punching Jenova-LIFE a few times with the Magic Hammer 
Enemy Skill. You receive a Wizard Bracelet after the battle. 


THANKS, 

JKNOVA: 
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WKAKINU i ni 
■“Enemy Skill** 
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City of the Ancients 
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ENEMIES: 

Trickpjay 

Acrophies 

Grfmguard 

Boundfat 

Hungry 


ITEMS: 

Viper Halberd 
HypnoGrown 
Megalixir 
Bolt Armlet 
Power Source 
X-Podon 


In the morning, the team heads for the Corral 
Valley Cave and Icicle Inn, The team hasn't had 
a rest since the 
jenova-LIFE Boss 
fight, so use the 
beds In the ancient 
home to let your 
party recuperate. 


When you're ready take the right path (the one Cloud envi- 
sions Sephiroth walking on) out of the area. 


Climb the twisting "conch shell" stairs, and then walk around 
the outside of the shell to reach the high ledge, You can reach 
the chest in this area by simply walking to the left of the stairs 
and around the base of the shell. 


Scale the cracked cliffs by going 
inside the crack, and then push 
[2], [4], [6], [8], or [Enter] as if 
climbing normally When you 
reach a ledge, you’re asked which direction you want to 
go, You may need to exit a crack and then re-enter it to 
go higher. 


MATERIA IlPi 
CUMD ijown mu 

IONG L\l)m;n ON 

j j-tf j hi - r At 

THK M0TTOM 
YOU'LL UNO A 

"Magic 
Ma tmua. 



When you reach the World 
west and then wrap around 
tains to reach Icicle Inn, 


Map, head 
the moun- 







Icicle inn 


ii 


ITEMS: 

Hero Drink 
Vaccine 
Glacier Map 


ENEMIES 
(OUTSIDE 
j ICICLE INN); 

jumping 

Bandersnatch 

Vinkorado s 



As you explore Icicle Inn. you'll learn than Ifalna of the Cetra {Aeris' mother) lived here 
long ago. but it's rumored that the Shinra kidnapped her. Her home is still standing, so 
you can check out the recording equipment inside her house to learn more about 
Ifalna, Professor Gast, the Cetra. and jenova. 

You'll also learn that a man passed through the town earlier, headed for the Northern 
Limits,To reach the Northern Limits, you must pass through Great Glacier and scale the 
Gaea Cliffs, 

if you try to exit the town 
through the back, a local stops 
you. Tell him you're leaving and 
Elena suddenly appears, spouting 
something about how she's 
upset about Tseng, Dodge her 
punch by pressing [4], [6], or [8] 
and she’ll go rolling out of town. 

The remaining Shinra soldiers won't let anyone 
in or out of Icicle Inn until Rufus arrives. You can 
stifl get down to Great Glacier, but you'll need 
some supplies* 

If you want to cross Great Glacier, you'll 
need a map and there's only one map in 
town* You 1 II find it tacked to the wall at Mr. 

Holzoffk house. Mr, Holzoff isn't around, so he won't mind if you 
borrow the Glacier Map and the supplies from the back room. 




MOTE: Tr Hi-ilima 

pecks YOU, 

you'u. axvaki n in 

It'ALNA’S HOUSE. 
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Icicle Inn 








HIDDEN ITEMS 

There's a hiddi-n item qnthi to? 
FLOOR AT THE 
ItVM. IT'S mil HMD 
1 I II WAI t NEAR 
I I II: AltRA YOU 
CAN st lit-: 

ItlKOUCH 1 111. 
winhow. 


How does one get down to Great Glacier? 

Snowboarding seems to be the big rage around 
here, so maybe Cloud can borrow one. Check 
with the family who 
lives in the center 
home, You can borrow 
the boy's snowboard 

- Vi . since he won't be using 

r t ^ 1 it anytime soon. 

a g The steep hill behind Icicle Inn is a monster 

snowboarding course. You need to fly 
through tight turns and dodge obstacles on 
your way down the course. Host of the time, you can make the turns 
by just using the number keys on the Numeric Keypad, but sharper 
curves require sharper turns. Prepare to use the Edge Left or Right 
command a lot. This will help you make those tough turns, which 
helps make you a master snowboarder. If you need to slow down, use 
the brakes to get past some of the obstacles and curves. 



FOR YOUR 
FROM I'CriON: 
BjnFORE ENYlJHLNt. 

CUt . AT Cl.MTEK, 
EQUIP VOim PARTY 
WITH ARM Oft AND 
ACCESSORIES THAT 
UEftiNi> AGAJNAT 
ICG A l TACKS. 


tttrcKcrfirr Fjf. init 



■# 

W ' - 

***9 

fL 

! J§|u 






' & - , 



The course splits twice near the bottom. Check out the 
Great Glacier maps to see where each path takes you. 


Left, Left = l 
Left, Right - 2 


Right, Left = 3 
Right, Right = 4 


WEAPON SHOP 


REST 


Item 

Cost 

Organics 

12000 

Dragon Claw 

10000 

Microlaser 

12000 

Adsman Clip 

1 1000 

Hawkeye 

12000 

Red M-phone 

1 1000 

Mast Ax 

13000 

Lariat 

12000 

Tent 

500 

Hi-Potion 

300 


Inn 


200 


SNOWBOARD 

CONTROLS 


[8] 

Forward 

m 

Right 

[4] 

Left 

[2] or [Del] 

Brake 

[Ins] 

jump 

[3] 

Edge left 
or right 



WALLOONS AHOY: You DON'T 
nrf.i> to collect tub HAU.OON\ 
OM THE COURSE. Vou'l.L HAVT H.KV- 

r.Y of iimi r rd fepYLiiO r hal loons 

i. A J T: It , IF voi.l MAKI: A S I OP A I 

WONUiR Square itst Goto Saucesc. 
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G 


RE^lT GLACIER 


ITEMS: 

Potion 
Mind Source 
Safety Bit 
*‘Air' Materia 
“Added Cut" 
Materia 
"Alexander” 
Materia 
Elixir 


ENEMIES: 

Bander snatch 

Frozen Nail 

Shred 

Hungry 

Ice Golem 

Jumping 

Magnade 

Lessaloploth 

Snow 



Great Glacier can be a confusing place at 
times* because there are lots of little side 
paths that lead to larger areas. The larger 
areas are all visible on the map, but its some 
times difficult to determine 
your actual location. 



The first thing you must do 
is determine where you 
landed and locate that spot 
on the map. Your main goal 
is getting to Gaea Cliffs, the 
red check mark on the Glacier Map (see 
map section)* However* there are other 
things to do and see here* 


TRAVEL I LP; 
Just me a us m 
yoiTki: moving 

I -AST AN1> WEST 

on a s ion mi n 

D or SN * T M Pi A NT 
YOU'KP NOT AWO 
GOING NOR' 1‘1 1 
AIN3TJ SOL'I’H; KllEI 1 
THIS IN JVUNU TO 
avoii? getting 
COST* 


2 . 

3. 


Take some time to 
explore some of the 
following areas as 
indicated on the map; 


Entrance to Great Glacier and one of the 
snowboard landing 
zones. Can return to 
Icicle Inn from here* 

You land here if you 
go left and then right* 

Nothing to do here. 

Snowboard landing 
area tf you choose to 
go left twice* 


WARNING! You can Only srrxn a 
Si: r AMOUNT Ol riMC IN THE COt l> 

B PP OUK F ASSlT^Ci OUT. If VOL' PASS 0ttl\ 
YGU'i.1 Ofifl- niXVlllJ AND TAKKN J O 
Mu* Hotz Oil's HOUSE AT THE B ASL Of* 
Tire Gaea Citits. 
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Great Glacier 






4. 



5. 


Cross the ice flow to reach a small cave and a Safety Bit. You 
can only seep on the large ice blocks, so be careful. When you 
step on a block, all adjacent smalt blocks switch to large 
blocks and all large blocks switch to small blocks, if you get 
trapped on a block, youVe forced to try again. 

There's a cave here that serves as an exit from Great Glacier. 
Take the slide to go to the uf the hill below Icicle Inn. 

Snowboard landing area if you go right twice. 


6. There's an Elixir in a cave here. 

7. Nothing to do here. 

8. The Hot Springs are here. Touch the water and then 
visit the Snow woman (see #13 below). 

9. Snowboard landing area if you choose to go right and 
then left. 



10. There's nothing to do in this area, but I should call your 
attention to one thing. If you take the top path, which 
leads to Area 2, you can find the “Added Cut’ 1 
Materia. Its not easy to find, but it’s on the path 
between these two areas. Keep your eyes open for a 
shiny object on the north side of the third screen. 


12. Area is difficult to navigate because of wind. 
Place flags using the [Enter] key to create 
landmarks. Place them close together so you 
can see two at the same time, (Use them as 
reference points.) “All" Materia is in a hut 
in the center of the area. Go north from here 
to reach the Gaea Cliffs. 


13, The Snow woman's cave is here. The area is accessible 
only from Area 1 2. Talk to her after touching the Hot 
Springs (Area 8) and she attacks. Defeat her to get the 
^Alexander" Materia, 





I L Nothing to do here. 






IVHe. holzoff & 

THE GAEA CLIFFS 


ITEMS: 

Ribbon 

Elixir 

Eire Armlet 
Megalixir 
Speed Source 
Enhance Sword 


TIP: AlL-TKK YOU 
visri MR. 

IlOlV'OLP, YOU 
CAN MAY AYS 
jiHTimN IO ITUS 
HOUSti IO Kli-VI 
AMU SAV1. 


ENEMIES: 

Stilva 

Zolokalter 

Headbomber 

Evslhead 

Malboro 

Icicle 

Cuahl 

Blue Dragon 
Schizo (Boss) 




If you pass out on your first trip to Great 
Glacier, which is likely to happen, you'll wind 
up In Mr. Holzoffs house at the base of the crater. Listen to his story 
and heed his advice. 


When climbing the cliffs, you'll move 
between ledges. At each ledge* you need 
to raise Cloud's body temperature by rapidly tapping the 
[Del] key. You must do this at every ledge to keep Cloud's 
body temperature around 37 degrees* If his body temper- 
ature falls below 26 degrees. Cloud passes out and awak- 
ens in Mr. Holzoffs house. 


liNUM> J SKILL: As you sc;al*: i hp 
cuffs you'li. rftOTJArci.Y liNCinirs ' i f u 
Mil Pvt At -BOKO, YOU l AN 1 .11 A ILN I IN 
NAS I Y BAI> ftJuStTH Al lACK It YOU'VI i 
L.QIJM-1^L> YOLK I P.AM WITH ONF. OK 

j wo Enfmy Skill Ma ii-uia!,. 


A 





After the first set of cliffs, 
you'll reach a small cave. Take 
the left path after the first 
door, and then follow the trail 
to a small 
cliff with an 



i 


ice boulder resting on the edge. Push the boulder 
off the edge to destroy the barricade blocking the 
lower trail. Now return to where you veered off 
and continue to the next set of cliffs. 


HIDDEN 
ROOM: 
riHritlVs A IIIDDFX 

room h«ki: con- 

TAINlNt, A VALU- 
ABLE Rin HON 
AC:rii>sOKY (SHL 

THE AW). 

Wl IA Ll ; VHIt yol; 

I >o, dcjnT 

miss If! 
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Mr. Holzoff & the Gaea Cliffs 










In the next cave, there's a 
door and a chest that you 
can't seem to reach. For 
now, head to the right and 
foNow the trail to a room 
full of huge icicles. As you 
walk along the ed?e. ™‘ ,,M 
enter four battles. * 
battle, there's a huge Icicle 
in the back row of the enemy ranks. Attack the 
Icicle until it breaks, and then jump down to the 
room below after breaking all four Icicles, Now 
you can reach the door and chest chat were pre- 
viously inaccessible. 


ANOTHER EISrEMY SKILL: 

I III. K I ARK ACTUALLY r\VQ MOHH 

Enemy Ski Its in this ake a. Print 

SHOULD AHtKAUV IIF- YOURS BY NOW, 
lltrr YOU’LL want to i lakn Mauil ai. 
BUEATlt BtrOKI-. YOU r.l-AVT! THE A It HA , 
STIt.VA, A NOT SO DISTANT f <:<HA'IN OJ- 

u-iiv Mater la Kimti.r, usrs hot h 
skills. Also, ©tt o»n rni: lookout for 

Blue OllAGON^; THJ .Y won't 1 L Ai.lt I 

you Anything, Birr you can cm 
val.lialu.il DitAOQN An.uu: rs trom 

1 UiJiM , 




There's a Save Point just inside the next cave, so save your 
game and dip your hands in the adjacent pool (it's a heal- 
ing pool) jf your HP and MP are low. Also, equip everyone 
with items that absorb or protect against Fire and Ice 
spells. Further down the path, the party encounters a huge 
beast blocking an icy hall. 


Boss Fight: 



SC HIZO 

Schizo's right side is fire-based and its 
left side is ice-based, so casting Fire 
on the right side or Ice on the left 
side heals that side. To make matters 
worse, both sides of Schizo are invul- 
nerable to Gravity. As you might 
expect, Schizo's right side attacks with 
Fire Breath and its left side attacks with Ice Breath, but 
both sides can also cast Quake 3 on the entire party. 



Schizo 

(Right; 

Gaea’s Cliff) 


Area— bjrjNcuir 



Mown Sir*L Attacks 
WA Pfumxi 


DSL 43 

4 

Aljvb 


Komi 

18, AGO 

'■ ; 

1 

pf&nn 

MP 350 

* 

Nflmi 



Nit mi 

i-v. n 22CKJ 

G 

Inul 

GY- -1500 . 

Sfc 

Nnrm 


© 

Nflrm 

HP 120 

t 

Roms 




! :n EiJ. 

[ M ] ft* | #T- ] ) t 

n | 

\ **\ 
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Schizo (Left; 
Gaea’s Cliff) 


Mown Stem. Ati^cxs 
hM 


Area— Car n Oil 


rLUU.ll 


Start the battle by casting Mbarrier/Big Guard and Regen on the 
team. Then have one of your characters cast Ice 3 on Schizo *s right side, 
while another character hits the left side with Fire 3, Also, try hitting 
each side of Schizo with the Magic Hammer Enemy Skill a few times. 
Each hit absorbs 100 MR and since each head only has 350 MP available, 

you can render both 

heads defenseless in just 
a few shots. This should make short 

work of Schizo, Note that both heads t * --Ur 

get a final attack that causes up to « 

ROOD points of damage, so don’t kill ritw** fi* 

both of them at the same time. The . _ . ■ I j — 1 : • 

team receives a Dragon Fang for tak- | . r ^_ — 


FOR'mil’VES: 

Schizo' 4 ; rioht 

HU AO TS CARR VI -MC; A 

Protect Ring you 
might waah to 

GRAB OKCfc THE 
Boss IS IDLE* 


<p 

REjeA 

t 

Nftnn 

A 

Norm 

v 

Norn 

G 

Infill 

% 

Norm 


KSfTrt 


ing care of Schizo, 


You’ve reached the summit! Climb the last cliff outside arid see what Sephiroth is up to. 







The CRATER 


ENEMIES: 

Grenade 
Gigas 
Gremlin 
Ironite 
Sculpture 
. Wind Wing 
Killbin 

Dragon Rider 
| je nova- DEATH 
(Boss) 


As you move deeper into the crater, 
you'll find Sephiroth 's unwilling followers 
making their way to the center. 



- - - — 

ITEMS: 

“Neo Bahamut" 
Materia 

Kaiser Knuckle 
Reflect Ring 
|i (Boss) 

S "MP Turbo" 
Materia 
| Poison Ring 




matprja opt 

il= YOU CNCOUN TER 
A fajxon follow* 

I K, CHECK HIM AND 
HK MAY TRANS* 

I OHM RSTTO AM 
ITEM* Al so, XtEP 
AM HYK OUT FOR 
THE &AVI PoiN I 

AND THE “Nl*0 

BAHAMin" 

Materia. 



You may want (or need) to use a Tent to get some rest. Also, take a moment to equip 
anything that absorbs or protects against Fire spells* 



1 We need to cross 
when the wind is cafm* 
or we*ll gel swept off * * 


The wind is whipping around the crater causing large 
barrier walls to form. Don't cross the barriers until 
the wind calms down a bit or you'll get shoved back 
and forced 
into a fight* 

Later barriers 
will have 
green waves 
rushing 

through them, These waves never dissipate and must 
be avoided in the same manner. 


KF,W AKMOl<: CHANCES ARli iOW, 

II L I YOt MAY END 0p FiarniNC A CJKiAS 
WHICH MAKING YOUR WAY THROUGH till 
CRAl t.R, THIS BEHIlMO rM c.ARRElvS fHE 
Gicas Akmuit. 


The team 

bumps into Sephiroth just as he's killing a few 
shrouded figures. He disappears for a moment, 
but then launches a sneak attack from above. 







Boss Fight: 




Jenova-DEATH 

Jenova-DEATH attacks with two types of fire magic: 

Red Light and Tropic Wind. (It can also cast Silence, but 
rarely does.) Therefore, equipping your team with 
armor and accessories that protect against Fire makes 
this a short fight. 


Start the battle by setting up Mbarrier/Big Guard 
and casting Haste and Regen on the entire party. 
Then have someone cast Slow on Jenova-DEATH, 
which gives you a slight advantage from the start. 
Normal attacks cause a decent amount of damage as 
do Level 3 magic attacks. A! so, keep the Esuna spell 
ready if Jenova-DEATH casts Silence on the team. 
Defeat Jenova-DEATH and you’ll receive a Reflect 
Ring, 



Jenova- 

DEATH 


Arta— ivJiSrLwiftA Mur 


Motuti Sim Attack* 

U-Mij 



LVL 


HP 


1 MP 

£00 

1 EXP 

£000 


SCOO 

— 

400 


4 

Munri 

$ 

Noun 

f 

Mom 

j. 

rJniin 

X 

Norm 

G 

Irraul 


Noun 

V 

Ndtm 






TEAM MlKTINtT 


barriers get even trick- 
at this point. Now you need 
the green waves and 
bolts of lightning. Time your 
moves carefully 


TIP; You’Ll. PI3S3U AN "MP 
Turbo’* Materia anu a Save 

POIN'l JUST AH( AIX CONSIDER 
USING ANOTHER TRNT IF THE 

Jr.ivoVA-DEATfl Hvvrn.F: i.fff the 




The EXECUTION 


ITEMS: 

! Fourth Bracelet 
“Full Cure" 
Materia 
Guard Source 
I Elixir 

! Magic Source 


ENEMIES: 

Attack Squad 
Soldier: 2nd 




A Cloud-less Barret and Tifa are 
led to a gas chamber so their 
deaths can be broadcast to the 
entire world. Tifa is set to go 
frrsc so she's strapped into a gas 
chamber and left to die, but the 
guard drops his key next to Tifa 's 
chair. 








K*>'< 


I 


■wr - 


-~rv 


A 


_ 




Talk to Cait Sith and 
then look for the gas 
chamber’s control 
room. Scarlet locks the 
press room, so Cait 
Sith suggests that you 
run to the airport, 
which is to the right. On their way to the airport, they bump into 
Yuffie disguised as a reporter. Now you'll have a full party for the 
trip to the Airport, 


EQUiPiyo-N r ci iecjk: u you 

haven't useo Cait Si i n ok Yi.i-fjii 

MUCH I 1 - ro ITUS 1*0 1 NT, F.QIJIP THEM 
Hiroio: CK>1N<, TOO l f AU, 


With the confusion created by 
WEAPON’S attack, Tifa gets a 
chance to save her own life. 
You must maneuver her head, 
arms, and legs to reach the key 
and unlock her restraints. Use Tifa s legs twice to pull the key over 
to her, and then make her sit up in the chair. Now use her legs 
and head simultaneously to get the key into her mouth. Unlock 
her left arm, and then use her left arm a second time to grab the 



key and unlock her right restraint. How flip the switch to the left of the chair to shut 
off the gas.Tifa can't open the door to the chamber from the Inside, but she's about to 
get a little help- 

The controls are: 

| ["ns] Legs 

[Enter] Left Arm 

[ 4 *] Head 

[Del] Right Arm 





Looks like the team has a new 
vehicle,,, the Highwind, 


eiLoxiwo 

NOTE: 

The Hk^hwinij 

CAN ! l.V AfStY- 
WH i- R I i * HOW! VIK , 
IT CAN ONLY LAND 
ON -SMOOTH. 
CRASS V TERRAIN. 

IN SOME CAM'S* 
YOU MAY HAVE TO 
IJ\NI> FAR, FROM 
YOUR CARGirr AND 
HIKE- THE KLS I OK 
1 I 11 WAY. 


The team's next mission is to 
figure out what happened to 
Cloud. Talk to everyone 
onboard the ship and then make your way down to 
the Operations Room so you can create your new 
party. Now you can fly the airship to the northern 
continent. 


HIGHWIHD CONTROLS 

[Enter] Move forward 


[Ins] Lands 


[+] Switch to inside of 

High wind 


[8] Lower altitude 


[2] Raise altitude 


[4] Turn left 


[6] Turn right 


[9] Sharp turn left 


[3] Sharp turn right 

[Enter] Board Highwind 


H Toggle map 


After WEAPON cuts a hole 
in the chamber wall* climb 
through the hole and scale 
down the front of the build- 
ing. Run down the gun to 
the end of the barrel, where 
you'll meet up with Scarlet 
and engage m a slapping 
match, which Tifa wins easi- 
ly, (Just press [Enter] as soon 
as Scarlet's arm begins to 
move.) Sprint toward the end 
of the cannon as soon as you 
hear Barret's call. 


_ The Execution 






LOTS OF OP 1 IONS: 

I'm i !k;hwinu has i-vi hv phinc* i he ii-am rMUi:i>s -wn 11 
v thp txcmiON oi- show- If you ncfj> to savi oh klvi\ r;o to i"Hi 
Hic-h wind's 0)‘*;katk>nn Room anu spuak with tub 

MAN THERE. 


CKOCOBO BKHKI >lNCii Yui*.„ You can now w^ciis mi. lubNO 

PROCLiN OJ r BREEDING YOUH OV'N CJHOCOBOS. U N TOR 1 U N ATI ■ t_Y. YOU 
WON'T HI A 111 tz TO DO MUCH CKGggDO fUCMI NOW UECAI S> 

xH£ Gflw SAi £ i r rs i I 'Nni, the £\kty finds Ci ot.hu 


SW TO DO: 

NOW THAT VOU HAVt HU. HlCIlWfND, tl ti£RU AiH U)TS 

of ‘nlRTOS You c:ax uo.*- ii- you don't mind putting on* 

LOOKING FOR 0„OUI>- 


NF.W ITEMS: Now you cam claim *skverai iitm-s you t ;m i un' i 
get hh oku* Ii- you kettikn. tx> Conmo Canyon, you can pick up 
me “l i i i. Cur i “ Mattria nmnr\ in thf Hack or thi: Materia 
Shop* You can also pick ur two ni vv s i ems prom new thuasi. hi 
t hosts in HqMi- i Town* Many or thi, shops- akoiii# tin wouuj 
havl RI ■ 1’IV1L> NTW rnifvis for you to i-uhchasi:* Thksf i n.\ts aid. 
iiitfinjGirmv in nu shoppim; li^tn found INmoE ihu map sccnoN. 


X 


HE SEARCH 
FOR CLOUD 


ITEMS: 

Beat-up Useless 
Old Key 
Curse Ring 
Elixir 


ENEMIES: 

Spiral 

Head Hunter 
Sea Worm 
Crysales 
Hippognff 


TIM’S PIANO: Pay a 
visit TO CLJOD oui 
NiHRLin i.M and Tim's 
ROOM. Ip Tifa 
inspect s thi-: PIANO 
WHILE -M Ili'S LRADING 
THfi PARTY. SHF'll 
UNCOVER A SHINY NUW 

^Elemental " 

Ma i miA* 





yp su-$J 

*•>- :: 



Fly to Icicle Inn and talk to the people there. Several mention Mideel 
Island to the south and a good doctor who lives there. This is your clue to 
Cloud's whereabouts — hop back into the Highwind and head to Mideel. 

While exploring the island, you'll find a lonely dog 
in the middle of town*AsTifa stops to pet the 
pup. she overhears two people talking about a 
"pokey-headed” guy washing up on shore. Sure enough, it's 
Cloud*** but something is wrong. 
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He's been exposed to an extreme amount of Mako energy and has 
contracted Make poisoning* Tifa stays with Cloud for the moment, 
while the rest of the team looks for a way to stop Meteor, 

With the rest of the team back on the airship, Cait Sith shares some 
information, Shinra is continuing to collect Huge Hateria for their 
I Super Weapon. They've already raided the Nibelheim Reactor and are 
preparing to collect from the Corel and Fort 
Condor Reactors. Have Ctd create a new team 
of three and head for North Corel* 



DOOl< TO NOWhltRE: As 
VQl , WALK AliOUNU THE WHICH 
THAI' KUllHOUNDS I HP 
Acx^Jbav %HOl\ YOU * 1-1 
NpTICF A SQtJUAKY FLOO&- 
HOARI). lJN^rUt l mi SQUMAK TO 
FIND AN OLD KKV. BlPOkh YOU 
CAN Clfcl' t HE KEY OUT OP Till: 
FLOORBOARD, YOU MUST 
J NS PEC I 1 ML DOOR IN HrlE 

Weapon Shop* Nqw me 
key to i he Weapon Shop ahd 
try 1 'siNc; rr on t\m i>ooft 
i ns t ui-.. Conors voint mischie- 
vous INTENTIONS will N IMF. 
MANAGER ASKS WHAT YOU'ltH 
DOIM AN1* you'll RECEIVE A 

Curse Kino. 


CON I AIN MATERIA: This valuabu 
niF.n of Materia Can only bp pk:kui> 
t;l‘ IN Mn>I:TI AN! > IT*S NOT FOP SAIT.* 
As YOU EXPLORE THE SHOPS* YOU J L» 
FUND A PANIC *CFI> SH OFFER WHO IS CON- 
SIAN IlY I AILED BY A SMAIJ. WHtl I 

Ci kk:oiiO. Fufii rr a MiNiE i r Crfj : n 
A NO THUN TICKLE- IT l» r HtND IIS LARS. 
What do you know — IT coughs up 
the "Con I ain " Maxfrja. NOW for 

SO ML FUN- I RY F.QUIlTlNC SOMEONE'S 

weapon Wi in 1 1 u ; Contain- Added 

til IX I (JO.MHINA IIO.N AN L> CHECK OUT 
THU COOL RANDOM SIDE I’lTECn* UUK‘ 
INC A HAT I Lli. 


HATERIA SHOP 


Item 

Cost 

HP Plus 

8000 

MP Plus 

8000 

Transform 

5000 

Gravity 

8000 

Destruct 

9000 



REST 

Clinic Nurse Free 


ITEM SHOP WEAPON SHOP ACCESSORY SHOP 


Item 

Cost 

Item 

Cost 

Item 

Cost 

Hi-Potion 

300 

Crystal Sword 

1 8000 

Amulet 

10000 

Phoenix Down 

300 

Crystal Glove 

16000 

Fire Ring 

8000 

Ether 

1500 

A-M Cannon 

1 8000 

Ice Ring 

8000 

Hyper 

100 

Crystal Comb 

17000 

Bolt Ring 

8000 

Tranquilizer 

100 

Crystal Cross 

18000 

Fairy Ring 

7000 

Remedy 

1000 

Crystal M-phone 

18000 

Jem Ring 

7500 

Tent 

500 

Partisan 

19000 

White Cape 

5000 



Winchester 

18000 





Crystal Bangle 

4800 





Wizard Bracelet 

12000 





The Search fob Cloud 


Runaway train 


When the team reaches North Corel, head down the 
tracks to the Corel Reactor, They reach it just in time to 
watch Shinra drive away with the Huge Materia in the 

back of a train. 

Fortunately for 
the team, Cid 
can drive any* 
thing, so they 
steal a train and 
chase after the Shinra train. 


ITEMS: 

Huge Materia 
''Ultima" Materia 
Catastrophe 
Limit Break 


ENEMIES: 

Attack Squad 
Gas Ductor 
Wolfmeister 
Eagle Gun 



To catch up to the Shinra train, you can alternate the levers left and right {[8] and [+]) 
to speed up the train and align it with the enemy train, Try to get a slow rhythm going, 
and then build up your speed. 



mm 




An enemy, each one tougher 
than the last, protects each train 
car. Its important that you make 
quick work of them so that you 
have plenty of time left when 
you reach the engine. 


Car # I : Gas Ducter 

Easy fight; hit it hard with anything 
but Bio. 

Car #2: Gas Ducter (x2) 

Same as first one, but twice as tough. 




HURRY l JIM 
Kl VOW 

ONI-Y JlAYi: 10 
MltSfUTliS JO 

cm < ;n -an: tow MY 
I H AIN, BOARD I I, 
AND TTfEM HI .A*.H 
THIS CAJUN AND 
sror rr bejPORi i i 

CU ASH IS INTO 
N OK III OiMt. 









Car #3; Wolfmeister 

Susceptible to water; use the enemy skill Aqualung or 
the summon Materia “ Leviathan/* You can poison it, but 
it may not help much. 


Car #4; Eagle Cun 

Use Bolt spells against it; 
avoid casting Earth or 
Water spells on it. If you 
have time, you should steal 
the Warrior Bangle from 
this enemy. 


Engine: Attack Squad 

This thing isn't tough. Hurry through the conversation before the fight. There's no time 
to waste! 

Now you must stop the 
train. Move both levers 
down and then up, alternat- 
ing back and forth until the 
train stops ([8] and [2], and 
[+] and [Enter]). 

With the train stopped, 

Corel is saved and you 

receive your first piece of Huge Materia. As a debt of 
gratitude, the people of North Corel give you the “Ultima” 

Materia. Now hop back into the Highwtnd and head for Fort 
Condor. 


ON THE 
DOWN SIDE*. 
Ik you i ail to 
savr Nowti f 
Conn, YOU NOT 
ONLY LOSI: THE 
Hu or Materia 
BUT yoU'l.l HAVH 
ro fay 5{) ? OQQ 
Gil roR ihh 
“Ultima” 
Matiria! 


BARRET’S LEVEL 4 LLV1I I BREAK: After savin* * the town, 
VISIT mu WOMAN on Tile TOWN'S SHCONY> TILK WHO’s WTAUJNQ A 
car She’ll, hand ovi;h Barret's t fvfi, 4 Limit Break. 
CAVAi'l KOFITE. %N1> YOU PQNTFVEN HAVE tO ASK NICELY. 







R ETUmN TO 

FORT CONDOR 

- 


ITEMS: 

Imperial Guard 
(Boss) 

"Phoenix'* Materia 
Huge Materia 


ENEMIES: 

CMD Grand Horn 


L 


This is the final battle 
at Fort Condor. You'll 
face tougher odds chan 
ever before* so you'll 
need to take lots of Gil. 


i This wilt help you buy enough troops to put 
up a strong fight. 





Place lots of troops along the mountainside, and 
focus on placing Fighters and Attackers down low 
backed up by Shooters, Defenders* and Repairers. 
You may want to place Stoners, Tristoners, and 
Catapults at the top of the three paths to block 
the enemy advance if they get past your front line, Lastly, place a 
few Defenders around the hut as backups* They can move in and 
attack or fill holes as needed. If the enemies make it to the shed, 
youVe forced to fight the Enemy Commander (which is actually an 
easy fight). 



After the battle, the 
Condor is killed but 
the baby Condor lives. 

Check outside and 
you'll find the 
"Phoenix" Materia 
next to the nest* Talk to the old man downstairs and he'll 
hand over the Huge Materia. 

Cid tells you to go see Cloud, so hop into the High wind 
and return to MideeLYou find out that there's no change 
in his condition and Tifa seems to have given up hope* 
Around this time, the town begins to shake. Run outside 
and you'll see the Ultimate WEAPON attacking the town. 







Boss Fight: 

Ultim ate WEAPON 

You just need to survive 
this fight. Ultimate 
WEAPON wifi attack 
with several powerful 
spells that can cause 
about 1,500 points of 
damage to each charac- 
ter simultaneous!/. 








STOI.FN 

GOODS: 

If you’k> j . in thh 

M AUK l.l FOR 

ANo nnnt Curse 
King, vou'u find 

ONH ruCKI l) away 
ON dll I MATH 

WEAPON, I 
ir>nT think rr*u. 

MIND IF- Yt>U MhU' 
YOl 'll HI _LI\ 


Cast Mbarrier/Big Guard immediate!/ to soft- 
en the blow, and keep everyone healed. Use each 
team member's 
Limit Breaks, which 
is easy to do 
because they’ll be 
built up after one 


or two turns.The Limit Breaks should 
cause enough damage to make Ultimate 
WEAPON fly off. 


Ultimate WEAPON may be 
gone, but the threat is far 
from over. The Life stream 
bursts through and destroys 
Mideel. Tifa tries to get 
Cloud out, but they both 
drop into the middle of the 
Li fest rearm 

You’ll help Tifa as she pulls 
Cloud back together, This isnY a tough part of the game and you can’t die, so I won't 
spoil it for you. just wander around and talk to everyone. 


The team is reunited but there are two more Huge Materia to collect. Take the 
Highwind to junon, because the team must locate the underwater facility before Shinra 
can move the Materia. 





Return to Fort Condor 









ni : A\S LEVFl. 4 l irvu I UR EAK: 
Now VOU C.AN K I VISIT N rni-T HKIM ONIi 
I AST Tl.Vir J O CL I J j’.Vhi 4 Limit 

B n E'A iv, Final 1 1 lav In . J i si vis it Tn 
ROOM WITH TtPA IN YOIH 1 ‘Al^n' A Nil 
1 ‘i.AV THAT NOW FAMOUS I UNI (Do Rr 

Mi Ti La Do Hf Mi So Fa Do Ri-: I >o) 

ON HI-.K 11 ANO. SHE'LL UlJiCOVLJt HL,K 

Limit break 

IN' SOMg 
SHI IT MUSIC . 1 

And you'll, 

I EARN MORE 
A HOI '1 HFR 
MENTOR, 

Z AH ANA 


GOLD SAUCl-K RUOPt-NS: 

Coi o Saucer reopens as soon as 
Cloud sic ns back up* Now is nti : time 

TO REALLY CONSIDER CKOCOBO BRLMI- 

r.NG. Don't worry* Shi nr a wili wai r 
FOR YOIJ. If you'KE INTl-RFSTCO, YOU 
SIIOI.LD CHECK OUT “CHOCO BlLI *& 
Comb htf. Germ. to Cmucobos'' 

IKM III* THIS HOOK FOR J Hi- MOSl COM 
ELLUL LH. FAILS* You CAN ALSO ViSt 1 THE 
Gold Saijckk and <vft Cloud's I.i.vi i 

4 1 IMi 1 BJU-.AK* OstNfSt.ASM* UY 1 1 Cl LT- 
INC IN MIL Haiti e- ARENA. 


Things look pretty bad in MideeLThe entire town was swallowed up by the Lifestream 
and only the people remain. At first, you’ll notice that the shops don’t have much mer- 
chandise, with the exception of the Accessory Shop* However, if you go to the west side 
of town, Cloud can hop the rocks to a hidden area in which the doctor; nurse, and the 
crazed consumer are all trapped. The nurse will still restore your lost HP and MP as she 
did when the clinic was above ground. However, the most notable change is that the 
crazed consumer is now selling everything he purchased before the town went under. 


ITEM SHOP 

ACCESSORY SHOP 

MATERIA SHOP 

Item 

Cost 

Item 

Cost 

Item 

Cost 

Potion 

SO 

Amulet 

10000 

Fire 

600 

Phoenix Down 

300 

Fire Ring 

8000 

ke 

600 

Antidote 

SO 

fee Ring 

8000 

Lightning 

600 

Tent 

SOD 

Bolt Ring 

8000 

Restore 

750 



Fairy Ring 

7000 





Jem Ring 

7500 





White Cape 

5000 







171 


Mu# it 



CRAZED CONSUMER 

CRAZED CONSUMER 

™ 

REST 


(WEAPONS) 

(MATERIA) 

Item Cost 


Item 

Cost 

Item 

Cost 

Clinic Nurse Free 


Crystal Sword 

18000 

HP Plus 

8000 



Crystal Glove 

1 6000 

MP Plus 

8000 



— 

A-M Cannon 

18000 

Transform 

5000 



Crystal Comb 

17000 

Gravity 

8000 



Crystal Cross 

18000 

Destruct 

9000 



Crystal M-phone 

18000 





Partisan 

19000 





Winchester 

18000 





| Crystal Bangle 

4800 





| Wizard Bracelet 

E 2000 






The UNDERWATER 

REACTOR 








ITEMS: 

God's Hand 
(Boss) 

Battle Trumpet 
Scimitar 


Leviathan Scales 


L 


L 


ENEMIES: 

Death Machine 
Submarine Crew 
Slalom 
Soldier: 2nd 
Guard System 
Corvette 
Diver Nest 
Ghost Ship 
Hard Attacker 
Guardian 
Senior Grunt 
Underwater MP 
Roulette Cannon 
Gun Carrier 
Carry Armor 
(Boss) 


When you reach 
junon Village, 
you have to ride 
the elevator up 
to junon for 10 
Gil, {This should 
give you a good 
idea of just how 
little Shinra’s 
troops get paid 



There’s no need for a dis- 
guise this time around; just head down to the 
main street and follow it to the sector that 
splits the left and right sections of town. 


lilr W D ir «f 


The Underwater Reactor 

, 



SAY WHAT? 
Your chakac- 
turs will muse 

JN THF MIDDLE OR 
THE STHT'-I l . 

Cloui> mentions 

UIA t so M RT ill NC 
SEBMS TO UK MISS- 
ING* Wl tAt IS IT? 

The Jumon 

GANMOIS’! 



This area should look familiar from your 
first visit to junon, Follow the group of sol- 
diers to the Underwater Reactor elevator 
and ride it down to the ocean floor. 
Unfortunately, there are two soldiers on 
the elevator who attack you to show off 
for the elevator operator. You’ll run into a 
lot of these guys as you make your way to 
the reactor. 




When you reach the ocean floor, enter 
the plant and take the elevator down. 
Follow the walkway to the reactor's 
core, but watch out for Shinra patrols. 


Run to the submarine bay and try to 
intercept. 


Boss Fight: 

Carry Armor 



The team arrives a little too late. 
Shinra has the Huge Materia, but they 
haven't loaded ic onto a submarine ye 



MORPHIN' TIME: 

As vou’kli PASSING 

THROUGH rr IC t/MM RWA- 
I t.K TyjsTNFL-S, I INI> AND 

new r a Ghost’ Shiv. 

Wf.ak I I lls ENEMY DOWN 
AND FINISH Jr OFF WITH 

thf Morph command 
{ pq uiv n iL “ Mow ph " 

Mati!i : hia). Doing so cut's yoi thf GuiDf 
Book, which can hr traded a t Karvi for i hj-: 
"UNf)ERW ATi:R M Materia. To oo s», speak to 

TT JJ MAN UPSTAIRS JN I HE HOUST ON ’WK FAST SU >1 
OP KALMi |-lR*S LOOKING 

for three special ITFM5! 

i hr Guide Book and 
TWO OTHERS WHICH CAN 

JIN LY UF RETRIEVED I ROM 
TWO Ft >W ERFFI t NEM I Is 

you'll wave the ci lANCii 
TO HGH F LATER. 





Carry Armor isn't too 
difficult to defeat. You 
can take advantage of its 
weakness to Bolt spells 
if you come equipped 
with “Lightning” and 
“Ramuh” Materia. 



Cany Armor morph sim attacks 

Ufh NfA iji ■ llh. 



* 

Warm 

* Obi HI 

A 

Harm 

X 


a 

frtvjpl 


FIdittp 

'S' 

Flonn 






? At the start, set up Mbarrier/Big Guard and cast Haste and 
, Regen on the entire party* Don't waste time trying to cast 
effects like Slow or Stop on k .• , j « vy, 

Carry Armor, because it's 
immune to any kind of negative 
status. Use Bolt and Ramuh to 
deal some serious damage* while 
concentrating your attacks on 
the left and right arms. With the 
arms and legs out of the way, it's left with the center 
torso and the Lapis Laser attack.The M Barrier should 
cut the Lapis Laser's damage down from about ! ,500 to 
750* Just keep casting M Barrier as it runs out. 

During the battle. Carry Armor may pick up one of your 
characters. If this occurs, he/she cannot participate in the 
battle and the time bar on any status effects will be locked 
in place until the character is freed. After the character 
has been grabbed, there are only two ways to recover 

hi m/her. The first is to kill and 
then resurrect the character 

once Carry Armor has dropped the lifeless body*This isn t diffi- 
cult to do Since any attacks against Carry Armor will also 
: cause damage to any captured heroes, You can also release a 

iliU L. captured character by destroying the arm that holds the char- 
acter* If Carry Armor can capture two of your characters and 
kill the third, the battle is lost and the game is over* You receive 
God's Hand for winning the battle. 




Because of the distraction 
caused by Carry Armor, the 
submarine gets away. But 
don’t worry — the team can 
just hijack the other enemy 
sub and chase down the run- 
away. 



PONT MISS OUT: Theri- ARE sf.v- 

1KAI ( HhSJi, ON THK DOCK THAT 
YOU’ I r WAN J TO OPEN BEFORE itOARlJ- 
JEVO THE ENEMY SDK. MAKE AHM>i IJ I I 1 - 
I.Y SUKL VOl OK I TUB I .!■ VIA I I IAN 
SOAi-KS BEFORE I r AVISO, YoU’lJ. Nl £D 

i hem to put od * rim itami-k in thf 

FIRE OAVD AT Wtl l Ai* 


Da-chao Fire Cave: 

There’s a small fire cave 

carved into the side of Da-chao atWucai.The fires inside block anyone from reaching 
the end of the cave, but they can be put out with the right item. During the raid on 
Shinra’s Underwater Reactor, Cloud can pick up the “Leviathan Scales from a treasute 
chest on the dock.The scales hold Leviathan’s power of water and can put out any 
flame they come in contact with. Use “Leviathan Scales on each of the fires in the 
Da-chao cave to find the Oritsuru Weapon forYuffie and the “Steal as Well” Materia. 







The SUBMARINE 

BATTLE 


QUICK KILL: You can NHOtrr a% many av rout* tdBPfiWW 
At A u.Mt * Try ro lock onto vouk TAttOTt and VNi oai> tto j 

W in, ) i 1 ^.UOU!'* WHIOt i* NORMAL! v l-JS’O’LR'I 1 1 I’O YAK I OL l A 
Yl I LOW SLIM, 

If the enemy gets a lock on your sub, speed up and dive 
deep* This will normally shake the torpedoes off your tail 

Mines are the small polygons on top of the square 
columns. You can pass through the columns without taking 
damage, just don't go too high. 


llli BRUTAL; Yoi L AN vu a! A 1>XXLKT met OJ ARMOR 
CAM JT> nil SlMNKA Al I'll v IKOM l MV CA 1 M MN tl VO U 
TO Kli 1 mr CRFW. 


The submarine crew isn't 
about to give up their ship 
easily. Fight your way 
onboard and take over the 
controls. Your friends from 
the parade are manning the 
control center, but you 
don't have to kill them — it's 
your decision. 


SUBMARINE MINI-GAME 
CONTROLS 


Button 

What It 
Does 

m 

Descend 

[83 

Ascend 

[6] 

Turn right 

[4] 

Turn left 

M 

Speed up 

[Del] 

Fire torpedo 

[Ins] 

Slow down 

[3] 

Sonar 


Try to stay behind the RED enemy sub, because its 
the one that's carrying the Huge Materia. It isn't 
necessary to destroy the Yellow subs, but they It be 
trying their best to sink you. 




Now that you have a 
sub, you can chase 
down the enemy sub 
that's carrying the 
Huge Materia — but 
there's a catch: You 
must accomplish this 
task in 10 minutes or 
less. 






.virrsKS: don't 
about .vonbsj Unless you'rk 

SPFttJ* YOU’LL HAVE PI-FNIY OF 
RE-ACT ANO ADJUST YOUR 
HnWl-VkH, YOU MUST RE CJARFfUl 
you j un rea 

1 HE SONAU 
SCREEN, 

CECAUSK YOU 
might ■v:o- 

DEN't AI.L.Y RUN 
INTO A NEAKIW 
MINE. 


Use your sonar often to 
prepare for what lies 
ahead. Plus, you can use 
sonar to help relocate the 
RED submarine if you 
lose track of it* 


When you win 
the battle, you 
receive the Shinra 
Sub as a vehicle 
for the rest of 
the game. 

Although the sub- 
marine has limit- 
ed range and 
can't pass through 
shallow water, you can use 
it to check out the ocean 
floor and any underwater 
caves, You can dock the sub 
at the small, rocky notches 
around the coast (like the 
one next to Junon). 


NEW SUB: Ir YOU l ost THE 
BATTLE* YOU CAN yllLL GET A 
SUBMARINE BY MAKING YOUH 
WAY BACK DOWN TO TT IF UNDER- 
WATF.R REACTOR AMO FINISHING 
OFF the Rlu sub’s crew. 


SUBMARINE WORLD 
HAP CONTROLS 

Button What It Does 

[8] Move forward/ 


reverse direction 


[2] 

Reverse direction/ 
move forward 

[ 4 ] 

Turn left 

m 

Turn right 

[Enter]" 

Board sub/move 
forward 

[Ins] 

Exit sub/dive/ 
surface 

[9] 

Sharp turn left 

[3] 

Sharp turn right 




The team picks up a radio 
signal declaring that Shinra 
is about to ship out anoth- 
er Huge Materia from 
the junon Airport. Park 
the sub and get up there 
quickly. 

The team arrives just in 
time to see the Materia 
leave by way of plane. The 



team needs to intercept the 
Huge Materia at Rocket 
Town* Return to the 
Mighwind and get moving! 






The FIRST 

MAN TO SPACE 


ITEMS: 


ENEMIES: 

Huge Materia 


Attack Squad 



i Senior Grunt 

i il 


1 Rude (Boss) 


When the team arrives at Rocket Town, they 
find Shinra busy at work repairing the rocket 
and preparing for launch. After forcing your 
way past the guards, 
you'll meet up with 
Rude again. 


EQUIPMENT CHECK: Ir On isn't in yquk gAftTY* you ’RE 
FORCED IQ I ARE HIM ALON'C AT THIS DOIN'!'* MAKE SURE YOU 
EQUIP HIM ADE<yUAl>;tY>’OR THE NEXT BATTLE* 



Boss Fight: 

Rude and 
Attack Squad 



GIL 3000 
AP 80 


Start the battle by getting rid of the Attack Squad guys, Ef not 
they will try to put your team to sleep. Rude isn't too 
tough—be uses Bolt 2 and his normal attack causes about 
300 to 500 points of damage. His Guard Spark attack can 
cause about 1000 points of damage and Rude can use it as 
many as three times in a row* Using Mbarrier/Big Guard 
will cut the damage down to 250-500 points. 


Klide Morph Steal Attacks 

(Rocket Town) a(0M " 


Art*— Icuti 


i-VL 42 

HP 3000 


MP 240 


EXP 3400 


Attack 

Squad 


Morph Steal Attacks 
K te S-lUCii 

Zrnms ^ t,bl 




Anti- EvCiel TWfl 


HP 1300 


■■T< 


axp 300 


GSL 420 


AP 10 


177 




When Rude's health 
begins to get low, 
he starts casting 
Cure 2 on himself. 

If you have Reflect, 
cast it on him and 
the Cure spell will 
heal your team instead. 



CRIME PAYS: 

A J LAS I „ YUL CAN 
STEAL STU»T r UOM 
RUOE J I 1 PACK- 
£NC A NEW PTf’CE 
OI- ARMOR C.AI i.m 
T'HK j 2 £jiU 3 RUIH. 
Don't mss this 
one up! 





Once the rocket is in the air, you'll get the chance to recover a 
third Huge Materia. This one is locked in the rocket's core. You can 

decipher the lock, 
but the team only 
has three minutes to 
do so. Listen to 
Cid's dues and you 

can figure it out. When you succeed, you 
can take the Huge Materia with you. If 
not, it remains locked in the ship's belly 
with no chance of getting it bade 


NOTE: !t*s not 

A BAD IOEA TO 
EQUIP EVERYONE 
WT I'M ARMOR 
THAT PROTECTS 
OR ABSORBS 
I.IOH lMNO, BUT 
i r’S NOT ESSEN- 
TIAL TO WLNNING 
II IE BATTUi, 



With or without the Huge Materia, it's time to bail out. Head down to the engine 
room where the escape pod is waiting 



CIO'S ULTIMATE WEAPON: NOW 

RETURN TO ROUKET TOWN AND TALK 
TO I HI! OLD MAN WHO U'St.O l O STARl 
AT THE ROCKET. Il YOU SPEAK TO HIM 
J HIU.I T IMIlN, Hli’t.l. OIVI YOU J Hi 

Vim js Gospel. 



TJ-fE COMBI- 
NATION: I] YOU 

GIVI I EP QR YOU 
DON'T WANT TO 
RISK LOSING THE 

Materia, chk. 

i.olk’s CGMBlNA- 

i ion is: [Enter], 

[ 13 ILL |, |lNSj r 

IlNS], 
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ME ANCIENT MACHINE 



Return to Bugenhagen 's laboratory in Cosmo Canyon to discuss how 
to overcome Meteor and Sephiroth. However, this proves uneventful 
until Bugenhagen suggests that you return to the Ancient City, Before 
you can 
do this, 

however, you must store 
the Huge Materia in 
Bugenhagen’s Jab, This may 
seem odd, but it does have 
a purpose. Before you leave, 
take a close look at the 
blue Huge Materia 


and you’ll receive the 

“Bahamut ZERO” Materia. 


ITEMS: 

Huge Materia 
Key of the Ancients 



MASTER MATERIA: mak< 

NOW 'I'MAT YOU'VK S'fX)MUl> Tlllj Ht«JK MATERIA, 
vou CAN ci AIM mi Mam i:h .YIauiua, To t jo so, you miio\ ^ 
f ro HAvi a m*ecifk: ni aidlr oi Mauic, Command, oh Summon \ 
M aII-HIA M VMTJirit. ArPHOAClIINC ONP, OF "mi Hugh Maii jua WtH 
ENoucai .mas i Mm) MA t nuiA via i t HtNCi nit' Huai: Mate hca’.s cataCoky 
CAUiiES THIE iM AST l-.K l\|> Ma TKIIJA I C> Fl.JM INTO ONP A l .1,- -TINT-ON I MAST Ult 
Maitkia, Now you t :an kqimi* a nfN’CK of spit. is, commands, oh 
\ SuUMON SI’l LLS Wl III juvi A MNt.O. NO I'HN AITY MViTHIA. THIS IN / 
N. NO SMALI I ASK , BUT i AT i H IT I * i l.l YO< HOW TO Ul I 

\i i ruitM Man i ru MatkHIA without ait. 

Mtf HASilA. SU ntigh 


Hop back into the Highwind and 

make your way to the Ancient 
City, When you arrive, take 
the left path to the back. 
Bugenhagen explains the 
use of the White 
Materia and finds dues 
to locate a hidden key, The 
key is hidden in a place “even 
sunlight can’t reach,” which sug- 
gests a cave of some sort* 


Hop back into the 
Highwind and head for the 
coast. You've searched near- 
ly every cave in the outer 
world, so it's time to 
explore underwater 






Take the submarine down and head to the south. The Shinra 
sub you wrecked earlier is lying on the bottom here. Inspect 
the wreckage, and you'll find the last Huge Materia. 

Now head north and hug the west wall until you come to a 
side passage. In the back, you'll find a wrecked plane that you 
can inspect, although it's not necessary. The details relating to 
the wrecked plane follow. 


WARNING! There's a huge CkEA'Ty&i hoaminc ahoi.ni> this 
area. It'.* one of the new WEAPON* t hat wuiua Annul} to 
thh a mo hi c an version Of EV.vai. FantaSV V77. Avoid rj for 
now, brc.ausl it's urTK-A-rowr.iii't i, and VP71 t l make m incemcat 

oil 1 OI- YOUR team UNTIL YOUR CHARAOTKK'S l.l:Vl:LS AJNT> 
M.-Vl EW1A ARE .MAXED OUT. Ff THH WEAPON IS ULOCKlNt i SOME* 

I I UNO YOU NEED, SURFACE, AND THUN DIVE AGAIN- Till* MO\ r ES 
the WEAPON its anothfr location. 


Crashed Gelnika 


The Gelnika is in the alcove underwater 
and directly west of the underwater 
Mako Reactor. This is an optional area, 
but there are 
some great 
items here. 

The Gelnika 
is a very dan- 
gerous place, 
so make sure 
you save 



ITEMS: 

Heaven's Cloud 
i Megalixir 
j Escort Guard 
Conformer 
“Double Cut 1 * 
Materia 
Megalixir 
Spirit Lance 
Outsider 

I “Hades” Materia 


ENEMIES: 

Unknown 
Unknown 2 
Unknown 3 
Reno 
Rude 
' Poodler 
( Rad Rap 
I Serpent 


upon entering 

the plane. There are no monsters in the entrance area, but the rest 

of the plane is crawling with all kinds of 
bizarre creatures. 

As you first enter, take the first door on 
Cloud’s right, which is the generator 
room. Most of the Items in this room are 
on the lower floor, some of which are hid- 
den, Don’t miss the Conformer or the 
“Double Cut** Materia. 



WARN INGE 
Be cAREFur whfn 
aitro aching thk 
Gei nik a, The 
E MLKAl.IJ 
WEAPON is 
SOME! EMUS IN 
FRONT OP THE 
CilXNlXA. If TBF 

Emerald 
WEAPON is 
Ti Ir.ur, , tt ESt I R FAC : l. 
AND DIVE AGAIN 


IT SHOULD HAVE 
MOV 1:0 ON, 




In the hall before the cargo bay, the team may bump into Reno and Rude of the Turks, 
depending on when you do this quest. If you've already had your final battle with the 
Turks while stopping the Sister Ray, then Reno and Rude won't be around- Otherwise, a 
fight will ensue. 




The cargo bay has two more “must-have M items. One Is Cid*s 
Highwind Limit Break and the other is the “Hades 0 Materia. 
It's a long walk to both items and Shinra's freakish beasts are 
out for blood. 


You may want to save 
before leaving the Getnika. 
If Emerald WEAPON is 
sitting in front of the 
Gelnlka when you exit, 
you might accidentally ini 
date combat. 


NOTE: You can steal several rvi*KS 

Ol ARMOR FROM IT 11- VARIOUS 

Unknown cur^TURtv located inside-: 

1 Hi: Ci I NlKA. IF YOU IWK THE 
FATIH NCR, YOU CAN ALSO MORPH 
I Ml SF BRAVt'S INYO SEVERAL TYPES Oi 

Source items. This isn’t vlky usbfui 
for MOST PEOPLE., HUT IF YOU'wj; wht- 
ISC TO SFENM A MW HOURS MOlll'HINCU 
YOU CAN It RALLY OLE I UP YOUR rKAM 
QUICKLY, 



Return to the main area and continue 
north. After passing through a narrow 
passage, take a hard left and follow the 
canal to an underwater cave. Surface 
when you reach the end of the cave and 
youll appear in the middle of a lake. 
Park the submarine along the rock wall 
and use the PHS to place Vincent into 
your party (if he isn't already with you). Enter the waterfall to learn more about 
Vincent's past. 


VINCENT'S LEVEL 4 LIMIT BREAK; Vusrr i his s i*oi again 
uuri no Disk 3 and you'll itp.cr.ivi; Vincent's ultimate 
weapon anij Limit BKeak. 
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After the story, dive 
again and go back 
toward the main 
underwater passage* 

Instead of going south, 
continue to the north 
until you find another 

underwater cave* Follow it until you see the Key of the Ancients* Take the key back to 
Bugenhagen at the Ancient City, 


As the team leaves the Ancient City* Cait Sith reports that the Junon cannon has been 
located. Shinra has attached it to the Make Reactors at Midgar and plans to use it to 
destroy Sephiroth.The team had better return to Midgar— and fast! 


WEAPON Attacks 



When the team reaches the Highwind, the 
entire area starts to quake. Another 
WEAPON is on the move and it's headed 
straight for Midgar* Fly back to Midgar and 
land the Highwind near the northern coast* 
line* Find a good spot on the beach and wait 
for it to arrive* 






Boss Fight: 

Diamond WEAPON 


Diamond WEAPON is one tough customer, but the 
team should be more than a match for it. Start the fight 
by casting Mbarrier/Big Guard on the entire team, 

and then cast Regen and 
Haste. You may also want to 
cast Barrier to reduce the 
damage from Diamond 
WEAPONS physical attacks. 
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The Ancient Machine 




STEAL AGAINTs 
This WEAPON 

CARRYINC: IHL 

Rising Sum, a 

SOMI) Nftw 
WI'.AFOtt FOR OUR 
IIUENJ) YUFFIE. 



Attack Diamond WEAPON with your most powerful spells and summons. 
Ultima, Comet, and Knights of the Round work realty well. Diamond 
WEAPON can't be harmed by physical attacks, so stick to magic unless 
youVe trying to mug the beast. Keep in mind, however, that when Diamond 
WEAPON begins to count down, it means it's preparing for its super 
attack The Diamond Flash causes about ISOO to 3000 points of damage to 
each character and mutes those who survive, which makes it difficult 
to quickly heal your team. You may want to equip a team member with 
the Ribbon accessory to protect him/her from the Mute effect.That 
way, when the countdown reaches "I*’ you can hold off on that char- 
acter's action until 




after the Diamond 
Flash connects.Thrs 
enables you to quick- 


ly cast Cure 3 and save anyone else 
from getting picked off by one of 
Diamond WEAPON 1 ® weaker attacks. 
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Hop into the Highwind and head north. Sure 

die re's nothing stopping the team from 
entering the crater. However, Cait Sith alerts 
the team that the Sister Ray is overloading and 
preparing to fire a second shot at the crater, 
Hojo has taken control of the cannon and 
there's nothing that Shinra can do to stop him. 


Head to Midgar; but fly over it 
instead of landing.The team dons 
parachutes and enters Midgar 
commando-style. 

DON'T JUMP! RiiniKi; you hfad 
into iii'i'i-k Midgar. you aught take 
A MOMFX C to KL VLSI t I'Hti M I. 'MS, To 
no NO, YOU MEED JHL SF.LIOU S Key, 
Park thi Hichwind away from 

MllKVAR AND walk IS. Hi K! VOU*LI 
MNO A (4!\ WHO MltNHONS 1 11 I.OVT 
HIE KEY At UOM Vll .I.AGR, CiO BACK 

io Bonk Vu lali and dig i-ou a 
Normai IrtM, Wi n t any mjck, 

VOut.L I INI> THE Kl.v QUICKI Y, jSJo\V 
YOI t AN Gl r TjI A'S 111 I At All' weapon, 

PjuuvmfM Heart, mi’om n ip broken 
ijown fTFM Shop in Wait Mar U r. 

YOU can ALSO PUIU hasp in* Sneak 
CU.OVC, AN ACCESSORY I HAT IW lU AbEsl 

your sriiAUh'C i^itt i N iace, from mi 
Weapon Shop u- you're willing to 
par * with 129,000 Gil. 
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ETURN TO MIOGAR 


ITEMS: 

Megalixir 
Elixir (X2) 

Aegis Armlet 
Starlight Phone 
Max Ray 
Power Source 
Guard Source 
Mind Source 
Magic Source 
“W-ltenV Materia 
Master Fist 
Behemoth Horn 
Pile Banger 


NOTE; 
Collect the 

ITEMS AT THE END 
OF THE RAMP TO 
the: Ri(,m' 01 t f il: 
ENTRY, AND 1 111 
I I EM UP THE 
LADDER 
NEAR THE HACK 
OP TI1E SECOND 
platform* You 

CAN'T CO RACK 
FOR THEM AFTER 
THE FLOOR 
URUAK5* 


ENEMIES? 

Crazy Saw 
Cromwell 
Manhole 
Behemoth 
Shadow Maker 
Proud Clod (Boss) 
Grosspanzer 
Soldier: 1st 
Maximum Kimaira 
XCannon 
Hojo (Boss) 

Bad Rap Sample 
Poodler Sample 
Helletic Hojo 
(Boss) 

Lifeform Hojo 
(Boss) 




Follow Cait Sith into the back alleys and then 
underground* The re are lots of items to get in 
this area, but you must go out of your way to 
collect them* 

Follow the steps and ladder down to the 
lower level. Head right and the floor will drop 
out from under the team. Climb the red pipes 
and take the chute down. Follow the stairs up 
to the Save Point and the next area. 

This takes the team to the train tunnels. 
The Sister Ray is to the north, but you can 
collect some items to the south. The 
choice is yours whether or not to take the 
risk of going south* 


W-ITEJVi TRICK; Equip someone: with i hl "WMtfm ” Materia and find a rattle: we jure You can 
IXI NOJ'MINC wmroirr PF.INC Kfl.ELD BY YOUR ENTiMIKN. r>URTNO the battle* havf THE KQUllWD CHAR- 
ACTER L'Sli TMli “W-1 T«M m COMMAND TO CHOOSE AN item YOU'D LIKE. to increase,. Them select a sec- 
ond ITEM AND THE FIRST I I EM YOU SELECTED Wll * INCREASE BY ONE. JUST CONTINUE SELECT INC AND 
DLSELF-CITNC THE M'COND 1 ifc_M ID Cl. ! THfi MAXIMUM A .MOUNT (99>* I MIS FRICK ONLY WORKS ON ITEM* 
THAT CAN tlE USED DUK INC U.Vl'FI I t SO YOU WQN* I' HE ABLE TO GIVE Y*Ot IftSLLF AN UNLIMITED NUH^KR, OF 
SOURCE ITEMS. HO.WEVKR, YOU CAN USE r T TO GIVE. V OURS ELF AN UNI IMI I Ei> MU.MBJGR OF GREENS* WHICH 
M ARFA Cunrono HR CEDING A LOT LESS. EXPENSIVE.* 








When you proceed northward, the team bumps into the Turks 
again, but this time all three of them are together. You're given 
the option of not fighting them this 
time around. 



Boss Fight: 

Reno, Rude, 5L 
Elena 


This is a tough fight. Cast Wall (or Barrier and 
M Barrier), Regen, and Haste on your party immedi- 
■ ately.Then use attacks that damage 
latl three Turks at once. Summon 
I spells work really well in the fight, as 
I does Bio, which poisons the entire 
] group. 

Watch out for Elena and Rude, Elena 
casts Confusion and uses a Fire 
attack that damages the whole group. 
Rude uses his fists, but can inflict critical 
hits that cause 
as much as 4000 
points of dam- 
age, Reno is 
always a threat, 
but for some 

reason doesn’t seem to play a 
major part in this battle. 
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GOODS: 
Each of fhf. 
Turks is cakuv- 
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Continue north and take the first left to reach 
the cannon; on you can take the second left, 
which takes you to Shinra Headquarters. This 
path enables you to pick up Cait Sith's HP 
Shout (Floor 64), the Glow Lance (Floor 63) t 
and two weapons from the gift shop. Keep in 
mind, though, that you can't go any higher than 
the 65 th floor. 



REST FIRST: If you ficjht, you may 

WANT TO RETURN TO THU SAVE POINT 
ANll USK A TlN J 1 rO HEAL YOUR 
WOV-NDSi YOU HAVE AM-UHtft BIG HUHT 
JUST AROUND TI LE CORNER, 


P O OR BE 1 1 EM t >1 H; 

You CAN riND A NEW 'WEAPON 
FOR Rlil> XIII IN T’HK STAIHWlil.l., 
tram Br.iiF.MoTH Hokn, also, 
YOU CAN CLAIM I Hi! I WO 

Source nti-vis in nm uokkol i 
ROOM tV YOU TRIED TO USii THF 
VLNOINO lM AC HINT: ON YOUR 
MRS t VISIT, 




Choosing the left path places the 
team at the base of the Sister 
Ray, directly in the path of 
Heidegger and Scarlet’s new toy 


Boss Fight: 

Proud Clod 

Proud Clod is composed of tw 
Your first target should be the 
get). After destroying this, 
you'll cause more damage to 
the body. Proud Clod has 
more attacks than you can 
imagine. The most powerful 
ones are its side guns (500 to 
I 500) and the Beam Cannon 


* parts; armor and body. 
*rmor (the lower car- 



PfOUd Clod MOBfM Steal Attacks 
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(1000 to 1 500 against 
everyone). Watch out 
for the Rainbow Ray — it 
doesn't cause any damage, 
but it does cast Reflect on 
one of your characters. If 
this happens, use 
DeBarrrer to eliminate the 
spell so you can heal and 
protect that character normally 


Continue onward and scale the stairs to reach 
the Sister Ray. Check all the chests on the way 
up, Barret’s ultimate weapon, the Hissing Score, 
is in one of them* 


You can normally set up with Wall. Regen, and 
Haste and then use attacks against Proud Clod that 
will damage both sections. Slash-All works well as do 
most summon spells* In the end* the battle is likely to 
become a slugfest. Of course, you could just cast 
Knights of the Round once and call it a day You 
receive the Ragnarok for winning the battle* 


I BARRET'S UI.TIMATE WEAPON': Tin Mtssisx; Scorn wON’ i 

UK THEKfr UN’LIISS llAltRC J IN IX YOUK I'AK I V. 


At the top, the party finds Hojo busy overloading the Sister Ray. He's not about to give 
in, but he’s more than happy to show off his Jenova powers. 







they'll regen a rat 
them* Cast Has' 
the entire party 
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Boss #1: 

Hoio 


Hojo 


Artii— Midgtt 


MOHm Steal 


This can be the quickest of the three fights. 
Concentrate your attacks on Hojo and leave his 

companions alone, because 
ate if you kill 
j on 
and use 

_ j strong magic 

attacks to knock out this Boss. 


LVL 

34 

UP 

11 t 000 

MP 

120 

EXP 

2000 


Boss #2: 

Helletic Hojo 






Take out Helletic Ho jo's 
right arm immediately, 
because its hit points 
are lower than the rest 
of Ho jo’s body. Hojo 
may later regenerate 
this arm, but it’s what 
causes most of the 
damage. Helletic Hojo 
can also cast Sleepei 

and Confu on one of the party members, but it's 
not much of a threat. After the right arm is 
destroyed, focus on the torso section. You can kill 
Helletic Hojo without ever attacking the left arm* 


Helletic 

Hojo 

Area- 


MrjKDi Su.Vh Attacks 
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LVL 5S 
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Mr 260 
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Boss #3: 

Lifeform^Hojo 

This Hojo form has super-fast attacks that cause close to 500 
points of damage each, plus it can cause negative status effects. 
Its Combo attack launches several of these punches against 
one or more opponents. If it attacks a character equipped 
with a “Counter Attack 1 ' Materia* each punch can be 
countered. So try equipping 
one of your characters with as 
many Counter Attacks as pos- 
sible. if you re using Barret and 
the Missing Score, he can 

quickly kill this Boss by simply counter attacking if he has at 
least three "Counter Attack" Materias equipped. 

Hojo uses a lot of status effects and spells that can hit the 
entire party at once* Keep Esuna ready or you may find 
your entire party poisoned, silenced* slowed* or put to 
sleep. You may want to set up Wall and Regen at this 
point in the fight, but Regen is really too slow to be of 
much help.This is also the best time to use your 
strongest spells and summons. Gravity is the only thing 
that doesn't affect Mojo.YouMI pick up a Power Source 
for winning this battle. 

At this point, Shinra is defeated and nothing is left to 
stop the team from battling Sephiroth. 
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^ WARNING! 
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A Few More Things 

To Do ___ 

The following list of things to do is completely optional. If you’re not interested, skip 
ahead to the Crater and go get Sephiroth. However, for the rest of you, you’ll find lots 
of hidden items and you’ll be much better prepared for the final battles. 


Level 4 Limit B reaks 

You'll definitely want to gee everyone's Level 4 Limit Breaks before you take on 
Sephiroth. Check the following list to make sure you have them all 

Cloud — O mn i slash 

The Omnislash can be obtained at the Battle Arena in Wonder 
Square, Youll need to earn 32,000 Battle Points to get it. 


Barret — C atastrophe 

Return to North Corel and speak with the lady in the middle 
house on the west side of town. She'll give you Barret's Level 4 
Limit Break, Catastrophe. 

Tifa — Final Heaven 

Return to Ti fa's house in Nibelheim and play that famous tune on 
her piano while she's in your party. (Do-Re-Mi-Tt-Ln Do-Re-Mi- 
So-Fa-Do-Re-Do) She'll find it in some sheet music on the piano. 


Yuffie — All Creation 

Defeat Godo inside the Pagoda of the Five Gods in Wutai and 
Yuffie will be given her Level 4 Limit Break. 


Cid — Highwirid 

Use the submarine to visit the crashed Gelnika off the shore of 
the Gold Saucer, You can find the Highwind in the cargo bay. 
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Red Xlli — Cosmo Memory 

Open the safe inside the mansion at Nibelhiem, and then defeat Lost 
Number to win Red XtJIs Level 4 Limit Break, 


Vincent — Chaos 

Use the submarine to take Vincent back to Lucreda T s Cave, He'll find 
his Limit Break there if you visited the cave during the second disc. 





Ultimate Weapons 

Next you'll want to ensure that youVe collected everyone's ultimate weapon. You can 
only get some of these weapons at specific times, so you may have already missed out if 
you weren't following the text. 

Cloud — Ultima Weapon 

Defeat Ultimate WEAPON and it will cough up the Ultima 
Weapon. Keep reading to find out how to chase down this behe 
moth. 


Barret — Missing Score 

If you didn't pick up this one during your second visit to Shinra 
HQ, you're out of luck! It was on the stairs of the Sister Ray. 


Tifa — Premium Heart 

Get the Sector 5 Key from Bone Village and then return to 
Midgar. Check the broken-down item vending machine in Wall 
Market to find Tifa *s best weapon. 


Red XIII — Limited Moon 

After taking Bugenhagen to the Ancient City, return to Cosmo 
Canyon with Red XII f in your party. Then pay a visit to 
Bugenhagen to get Red XIIPs ultimate weapon, Limited Moon. 
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Cait Slth — HP Shout 

Once again, if you didn’t pick up this one during your second visit 
to Shinra HQ, you're out of luck! It was in the employee locker 
room on the 64 th floor 


Yuffie- — Conformer 

You can find this one in the crashed Gdnika's generator room. 
It's in a hidden chest located on the bottom floor in the north- 
west corner. 



Cid — Venus Gospel 

After the rocket in Rocket Town launches, talk to the old man 
outside the Item Shop; he's the one who’s been so obsessed with 
the rocket. If you speak with him several times, hell eventually 
give you Gid's ultimate weapon, the Venus Gospel 


Vincent — Death Penalty 

Use the submarine or a Gold Chocobo to take Vincent back to 
Lucrecia’s Cave. If you visited here during the second disc, you'll 
get Vincent's ultimate weapon. Death Penalty. 

U LTIMA TE WEAPON 

During the third disc, you can chase down Ultimate WEAPON. 
Defeating it means you get Cloud's ultimate weapon, plus you It 
gain access to the Ancient Forest near Cosmo Canyon. 

Ultimate WEAPON will be hovering over the take near Junon. 
To enter combat against it. fly up to it. Fight it as you've fought 
most Bosses up to this point: Put up a WaH/Big Guard and 
keep the party healed. Then pummel 
the creature with your strongest spells, 
summons, and attacks. After sustaining 
a few thousand points of damage, Ultimate WEAPON will fly off 
just as it did in Mideel 








STEAL A LOT? 
Dome: each 
rtATi Li: wmr 
UtTiM ATE 
WEAPON* YOU 
CAM STEAL A MFW 
RINCr. 



Chase the beast with the Highwind and stay on 
its tail until it hovers over another location. Its 
favorite spots seem to be Nibelheim* Midgan 
Mjdeel, and Cosmo 
Canyon* As soon 
as it stops, enter 
combat again. You 
can ram it with the 



Highwind without taking damage* In fact, it causes the 
Ultimate WEAPON to find a new target more rapidly. 

Ultimate WEAPON can't heal itself after a battle and will 
eventually head for Cosmo Canyon* its final resting place* 

After defeating it at Cosmo Canyon, it plummets to the planet, destroying a large par- 

I tion of the canyon. For defeating it, you 
receive the Ultima Weapon. Cloud's ulti- 
mate weapon, and you can now reach the 
Ancient Forest through the destroyed area. 
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The Ancient Forest is 
just east of Cosmo 
Canyon.You can’t 
reach it until you 
either defeat Ultimate 
WEAPON* or you've 
bred a Gold Chocobo. 
The earlier you can 
get here, the more worthwhile the items are* 
For example* Cloud can obtain his 









Apocalypse sword here, but if he already has his ultimate weapon, the Ultima Weapon, 
the Apocalypse loses some of its luster 

The Ancient Forest is one huge puzzie where you must figure out how to use the frogs, 
insects, and other items to get through the path. You can pick up frogs and insects and 
move them to various locations. Placing them in the right spot initiates an interaction 
with something. Insects can be used to dose pitcher flowers and to lure out frogs. Frogs 
can shut pitcher flowers, and then launch you to new areas as they bust out. 

Insects 

When placed in a pitcher flower, the flower shuts and creates a step or bridge.The 
flower reopens after digesting the insect; the insect will no longer appear in that area. 
Insects can also be sacrificed to lure a frog out of a hollow tree. When a flower or a 
frog eats an insect, it won’t reappear until you leave and reenter the area. 

Frogs 

You can place frogs in pitcher flowers just like insects, but the flowers can't digest frogs. 
After a few seconds inside a flower, the captured frog bursts out. If Cloud is standing on 
the flower when the frog breaks free, he gets catapulted to areas he may not normally 
be able to reach, 

Beehives 

Throwing a beehive into a mutant flytrap is the only way to get the flytrap to shut its 
jaws. Unlike frogs and insects, beehives remain inside flytraps until you leave the area. 

Pitcher Flowers 

Pitcher flowers can capture insects and frogs inside their petals. While holding a victim, 
the flowers lid creates a step or bridge that Cloud can use to reach far-off areas. Insects 
are eventually digested and removed from the area, but frogs jump out of the flower 
after a few seconds. 

Mutant Flytraps 

These snapping flowers can injure Cloud and his companions. Most of the time, you can 
work your way around or over a flytrap, but sometimes you'll need a beehive to shut 
its yap. 


A Few More Thmgs To Do 


Stamen 

You can use the spring/, pink stamen to fling Cloud to a different area or a higher ledge. 
They’re often the best way over an obstacle* 

Hollow Trees 

By placing an insect in front of a hollow tree, you can lure out a frog* Each tree only 
contains one frog* 


Area 1 



Pick up the three insects near the start and move them all to the area 
near the pitcher flowera* After you gather them, place each one in a 
pitcher flower to make a bridge to tine other side. You must place one 
insect in the pitcher flower and then stand on the closed pitcher flower 
to place the next insect. To get the item from the mutant flytrap, 
approach it from the right and barely step on it. You should be able to 
pick up the Supershot ST without alarming the flytrap. 


Area 2 

Pick up an insect and then jump to the high ledge* Lay the insect 
down on the left so chat it jumps into the pitcher flower. If a 
frog eats the insect, place the frog into the pitcher flower and 
use the “flower bridge” to reach the opposite side* 

Once across, pick up the nearby frog and put It into the left 
pitcher flower. Then stand on top of the flower until the frog 
pops out* The resulting force throws Cloud onto the high ledge 
to the left, where he can pick up a large beehive. Take the beehive and set it just to the 
left of the mutant flytrap, which should cause it to pop into the middle of the flytrap, 




causing it to shut. You 
can now grab the 
“Slash- All” Materia 
on the right side of the 
flytrap. Pick up the frog 
again and put it in the 
right pitcher flower, 
and then have Qoud stand on the flower until he's thrown to the right. 


Area 3 

Pick up the two insects and place them in the pitcher 
flowers so Cloud can reach the springy stamen. This puts 
him deep in the forests canopy. Follow the limbs up and 
all the way to the right to find the “Typoon” Materia, 

Go back all the way to the left and climb down the limb 
to Area 2 and to the item that was previously inaccessible* 
the Minerva Band. To return to Area 3* you need to hop 
down and use the frog trick again. 

Make your way back to the treetops and go about halfway 
to the right. Walk behind the broken limb just before the three springy stamens to find 
a path that leads back down to Area 3* 

Place an insect in the open 
pitcher flower to reach the bee- 
hive. Put the beehive in the 
mutant flytrap the same way you 
did in Area 2, and then use the 
second insect to reach the left 
area again. Grab an insect and 
put it in front of the hollow tree 
to lure out a frog. Leave the frog 
for a moment and go grab the 
other insect in this area. Place that insect in the pitcher flower to the right* and then 
grab the frog and hop back to the right side. 

Run to the right and sec the frog down near the rightmost pitcher flower so that it 
jumps inside. Stand on the flower until the frog bursts out to send Cloud flying coward 
the cave on the right. 

Area 4 

There are no puzzles inside the cave* just a couple of easy-to-fmd items (Apocalypse 
and Elixir), Exit the top of the cave to leave the forest. 

A Few More Things To Do 
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Special Cinema 

After Cloud finds himself, visit the basement at Shinra Mansion again (in Nibetheim). 
Upon entering the library area, youll flash to a special cinema that explains how Cloud 
ended up back at Midgar with Zack's sword in his hand and why he decided to become 
a mercenary. 

The American 
Creatures 

The two creatures added to the American version of Final Fantasy VII are quite possibly 
the games greatest challenge. Those players with enough guts and power to destroy the 
two new WEAPONS will receive two very valuable prizes. 


Emerald WEAPON 

The first of the new creatures roams the ocean floor and makes its first appearance 
when the team acquires the submarine. You'll want to avoid this creature early on, 
because your party simply won't have any chance of destroying it. Only after you Ve 
acquired the Final Attack. Knights of the Round, Mime, W-Summon, and Mega All 
Materias can you put up a decent fight. 

So how tough is Emerald WEAPON? Its basic attack causes about 7000 points of dam- 
age, so it can immediately knock out a character. Once its smaller lasers open, it can hit 
the party with eight consecutive attacks. Four of the attacks cause about 3000 to 4000 
points of damage. The other four drain about 300 to 500 MR with each hit. To com- 
pound matters even more, it can also hit the team with its super weapon that causes 
9999 points of damage to each character. As far as HP goes, the Emerald WEAPON has 
around 700,000 hit points and you have only 20 minutes to destroy it. 


First, collect the “Underwater Materia’ 1 before you head into this battle. Having it 
equipped eliminates the 20 minute time limit and makes the fight much easier. You’ll 
need a lot of HP and MR to put up a decent fight. Mastered Materia are a must — you’ll 
want to use each of your Materia as much as possible.Try using W-Summon to cast two 
Knights of the Round and make sure each member of your party is equipped with 
Mime. If they can mime the summons, you can cast an endless chain of Knights of the 
Round until the creature dies. Also, equip as many characters as possible with the Final 
Attack- Revive Materia or Final Attack— Phoenix combination. This will help if the 
creature uses its ultimate attack or just gets in a lucky shot. Have lots of Turbo Ethers, 
Elixirs. X-Potions, and Megalixirs on hand, because Emerald WEAPON can drain your 
MR quickly. If you win the battle, you’ll receive the Earth Harp. On its own it’s not 
much, but you can trade it in at Kalm for some Incredible prizes, {Check the “Kalm 
Traveler"' section for more details,) 


Ruby WEAPON 

Ruby WEAPON appears after Ultimate WEAPON has been destroyed. You'll find it 
peeking out of the sand surrounding the Gold Saucer. To initiate combat, fly into its head 
and it will surface. 

At the beginning of the battle, unless the WEAPONS claws are buried in the sand, its 
torso is invulnerable. Attacking it at such a time prompts Ruby WEAPON to use its 
quicksand attack, which instantly eliminates a member of your party.Typically P Ruby 
WEAPON uses this attack twice, cutting your party down to one. This, of course, makes 
the battle much tougher So your first challenge is to equip a character with your best 
Materia in hopes that Ruby WEAPON won’t suck that character into the sand. 
Otherwise, you probably won’t be able to defeat it. 

Try equipping your chosen character with his/her ultimate weapon and a Ribbon. You 
need the ultimate weapon to inflict heavy damage, plus the Ribbon will protect the char- 
acter from the plethora of negative status effects that the WEAPON'S claws cause. Also, 
give that same character the Final Attack — Revive Materia combination and an HP 
Plus and MP Plus Materia if the character’s HP and MP aren’t naturally maxed out. 
You’ll need to waste a slot and give your character a Time Materia so you can perform 
Haste on him/her at the beginning of the battle. Finally, you’ll want to give your charac- 
ter W-Summon and Knights of the Round, and possibly Bahamut 


A Few More Things To Do 


ZERO — Quadra Magic combination. If you have any leftover slots, you can fill 
them with Counter Attack Materia, which speeds up the battle. 

Once Ruby WEAPON buries its daws, hit them at full force— use W-Summon and 
either the Quadra Magic-Bahumat ZERO combination or Knights of the Round. Aim one 
summon spell at the claws and the other at Ruby WEAPON’S body This typically 
prompts Ruby WEAPON to retaliate with Ultima, which isn’t a problem if you’re willing 
to use an Elixir or an X- Potion to quickly heal your character. Once Ruby Weapon pulls 
back its claws, you can cause a small amount of damage to its body However, you’ll also 
have to deal with its constant attacks. Its favorite attack tends to be Comet 2, which can 
take a 9999 HP character down to under 2000, At this point, the battle now becomes 
one of stamina. Just let Ruby WEAPON attack, and then use an Elixir if your character 
needs both HP and MR or an X- Potion if your character's MP is full. 

Eventually Ruby WEAPON will run out of skill points and won’t be able to use Comet 2 
anymore.At that point, you can begin attacking it with Knights of the Round when its 
claws aren’t in the ground, You also won’t have to worry about its Ultima counterattack. 
Just remember to keep your HP and MP up at all times and have patience: This battle 
will take dose to 30 minutes to complete? 

For winning the battle, you receive the Desert Rose, It may not seem like much at 
first, but you can trade it in at Kalm for a coof prize. (Check the "Kalm Traveler” section 
for more details.) 

Kalm Traveler 

Check the top floor of the rightmost building in Kalm. Inside you’ll find a man who’s 
completely content with the world. However; once Meteor is summoned and the 
WEAPONS are attacking, the man will become discontented. At this time, hell begin 
searching for three items: the Guide Book, Earth Harp, and Desert Rose. Bringing him 
any one of these items will prompt him to reward the party. 

The Guide Book is located in the Underwater Reactor, but it’s not in a treasure chest. 
To get it, you need to Morph a creature called the Ghost Ship to pick up the item. You 
can usually find this creature in the tunnels along the ocean floor. Take the item back to 
the traveler and he’ll give you the Underwater Materia,This item eliminates the 20 
minute timer in the fight against Emerald WEAPON. 
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The Earth Harp and the Desert Rose are prizes for defeating the two new weapons. 
You'll receive the Earth Harp after defeating Emerald WEAPON, and you receive the 
Desert Rose for defeating Ruby WEAPON. Take the Earth Harp back to the traveler 
and he’l! give you the Master Summon, Master Magic, and Master Command Materias. In 
exchange for the Desert Rose, the traveler will give you a not-so-fast Gold Chocobo. 

Master Materia 

If you master all of the Materia in a single group, revisit Bugenhagen's planetarium and 
examine the Huge Materia that matches the category you've mastered* By doing so, you 
will receive the Master Materia for that group. In effect. Master Materia equips you with 
a lj„o r almost all— of the spells, summons, commands, or effects from that group. For 
example, the Master Summon Materia equips you with every summon spell and enables 
you to use each of them an unlimited number of times, provided that you have the MP 
to do so. 

All Lucky 7’s 

Any character whose hit points are reduced to 7777 after an 
attack receives the All Lucky 7s effect. When this occurs, the 
character goes into a mad rage and begins attacking the enemy 
non-stop, landing a hit for 7777 points of damage each time. 

To get this effect, you must first get your character’s HP over 
7777, This means the All Lucky 7 J s effect can only happen to 
high-level characters or those equipped with several “HP Plus 11 
Materla.You'II also need a lot of luck, because an enemy's attack 
must knock down that character to exactly 7777 HR It can happen, 
but it’s not likely to occur when you'd like it to. Also, after any battle 
where a characters Hit Points are 7777, that character's HP is 
reduced to I.What does this mean, you ask? You canY carry over 
the All Lucky 7‘s effect to another battle! 
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G OLD SAUCER 


Battle Arena 

At the Battle Arena, one member of your party can participate in a series of battles to win 
Battle Points that can be exchanged for valuable prizes. The cost Is 10 GP (not Gil) and there’s 
very little risk. 

The basic premise is simple. The chosen fighter can fight up to eight random encounters of 
increasing difficulty. Any damage or negative effects from a previous fight are carried over to the 
next fight. After any win, the player may choose to continue or stop. If the player stops, he/she 
receives any Battle Points collected up to that point. Should the player choose to go on. your 
fighter is hit with a random effect, chosen via a one-reel slot machine. 

Before giving it a try, equip some of the following Materia and equipment. Equip 
a powerful weapon with plenty of Materia slots and choose armor that drains 
or blocks magic effects {Tetra Elemental is particularly effective). The Ribbon is 
the must-have accessory for the Battle Arena. It can stop any negative effects 
monsters might try to lay on your fighter. It can even prevent some of the slot 
machine effects like Poison. Frog, and Mini. 

Equip Materia slots with the essentials, including Re store. Time. Barrier, and Counter, 
Counter Attack and Counter come in handy, as do Deathblow and Mega All. These 
enable you to inflict as much damage as possible with every attack. The more 
Counter Attack Materia you equip, the more times your fighter can take advantage 
of an enemy's attack. Also, equip the Added Effect— Contain combination to your 
weapon. This will Stone a lot of your enemies before the battle gets underway. 
The Final Attack — ’Revive combination will save you if the enemy manages to overcome your 
fighter. Also* drop any “All” Materia that aren't combined with an attack Materia* It won't do any 
good to have a spell like Cure — All when there's only one person in the battle. 

The effect of the slots can make or break any battle. Most aren't too serious, but a couple can 
really hamper your progress. In some ways, the worst effects are the most beneficial because 
they bump up your battle points, Here's a quick glimpse at all the effects and what they do. 
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AH Materia Broken 

All the Materia you have is disabled, 
but your HP rises quickly. 
Command Materia Broken 
Ail Command (yellow) Materia is 
disabled and all extra commands are 
lost. 


Independent Moterio Broken 
All Independent (purple) Materia is 
disabled. 

Support Materia Broken 

All Support (blue) Materia is 
disabled. 



Summon Materia Broken 

All Summon (red) Materia is 
disabled. 

Magic Materia Broken 

All Magic (green) Materia is disabled. 

Mini 

Fighter is shrunk at the beginning of 
the next battle. 

Frog 

Fighter is transformed into a frog at 
the beginning of the next battle. 

Poison 

Fighter is poisoned at the beginning 
of the next battle. 

Speed 

Fighter’s speed Is reduced to half of 
current speed. 

Sword Broken 

Fighter's sword is broken, base 
strength is used to determine 
damage done. 

Armor Broken 

Fighters armor is broken; base 
defense is used to determine resis- 
tance to attacks. 

Accessory Broken 

Fighter's accessory is broken and its 

effect is lost. 


Item Command Sealed 

Fighter can no longer use items 
during battle. 

HP 

Fighter’s maximum HP cut in half, 

MP 

Fighter’s maximum MP cut in half. 

HP & MP 

Fighter’s maximum HP and MP cut 
in half. 

Zero MP 

Fighter’s current MP reduced to 
zero, 

fl 0 Levels Down 

The fighter's level is reduced by 10, 
which causes a loss in statistics. 

5 Levels Down 

The fighter’s level is reduced by five, 
which causes a loss in statistics. 

Time x3Q Damage 

Fighter losses HP equal to the time 
in the fighter’s time bar at the 
end of the last battle times thirty; 
doesn't kill the fighter. 

Cure 

Fighter is fully cured at the beginning 
of the next battle. 

Lucky 7 

Fighter receives no handicap. 


The maximum amount of BP you can have at any one time is 64,000. which is enough to 
exchange for the best item. Spend any points you collect before you leave the Battle Arena or 
you'll lose them all. You can exchange your points for the following items: Remedy f 00; 
“Enemy Lure” Materia 250: Right Arm 500: “Pre-Emptive” Materia 1000 ; Regan 
Greens 2000 \ "Speed Plus” Materia 4000: Stardust 8000: Championship Belt i 6,000; 
Omnislash 32,000: “W-Summon” Materia 64.000 

After collecting 64,000 Battle Points, youVe offered the chance to compete in the special battles. 
However, you must have also purchased the Omnislash and the W-Summon Materia. This is a 
tougher fight, but there are different prizes to win, The prizes include: 'Final Attack Materia, 
Gambler, Masamune Blade, Combat Diary, and Autograph 


Gold Saucer 




Chocobo Racing 

There are lots of great items to obtain at the Chocobo Races, Host of them are only available 
to those lucky enough to pick a winner in an S~dass race. This class Isn't available to just anyone; 
you won't get the chance to try it until you've become a full-blown Chocobo jockey. 

Picking a winner isn't easy. You must factor In each Chocobo s top speed, stamina* attitude* and the 
skill of the jockey Stamina seems to be the most important attribute* but a poor jockey can run even 
the best Chocobo into the ground.Ybu should wait until you actually participate in Chocobo races 
before trying to get the really good items* Otherwise, you'll end up spending a lot of Gil that could 
instead be used to breed your own championship-quality Chocobo, 

Speed Arena 

A game of fast reflexes — shoot the various moving targets to gain points* Collect 3000 or more 
points for a prize. Do extremely well and you'i I receive the Umbrella in disk I, or the Flayer in 
disk 2. Keep the power of your laser up. Don't press the "shoot" button too long — it makes It 
weak. Use short multiple blasts* or in gamer terms* just tap it really fast* Of course* you can use 
a turbo controller to really crank up your score. 

Targets range in value from 30 to 70 points* There is one very special target that is worth 1000 
points* The item is the large UFO near the end of the course. Just keep the crosshairs on the 
UFO and keep the lasers power up, You can pick up 200 points in the desert by shooting the 
yellow boulder on top of the canyon walk 

Here are the targets and their approximate point value listed in the order of appearance: 

Ghost 40; Cactus 30-50; Blue Plane $0*60: Jet Plano 50-60; Yellow Boulder 200; Yellow 
Ship 60; Paddle Wheel /. Star 40; icicle 40+50; Spiny Ball 70; Balloon 30; Big Balloon 
70; Ur UFO 60; Zeppelin Engine Unknown; Rocket 50; Lava Rock 70; Chopper 40-50' Big 
UFO / 000; Spotlight 200. 


Wonder Square 

There arc lots of games to play at NAfonder Square. Some are versions of the minhgames you 
played while working your way through FF7* but most are totally unique* 

Arm Wrestling Mega Sumo — Cost; 100 Gil; Difficulty Levels: 2 

Arm wrestle one of two opponents to win a small amount of Gil. The Sumo Wrestler is easier 
chan the Wrestler, but both opponents are fairly easy to defeat. Quickly tap the [Enter] button 
until you pin your opponent's arm. You get I Gil for defeating the Sumo; 2 Gil for defeating the 
Wrestler, 


Super Dunk — Cost: 200 Gil; Difficulty Levels: None 

Hold the [Enter] button for less than a second to charge your shot, and then release. When 
charged correctly, you’ll score a basket and get to shoot again. If you miss, the game ends and 
you receive I Gil for each basket scored. You get to continue shooting until you miss, so the 
amount of Gil you receive depends upon your own abilities. If you score 10 in a row, you'll get 
the opportunity to play Double Chance, If you make the shot, you’ll double your GP, but if you 
miss, your GP drops back down to I and your game ends. 

Wonder Catcher — Cost: 100 Gil; Difficulty Levels: None 

This is the simplest game at Wonder Square. Deposit 100 Gil and you'll either receive a small 
amount of GRa Potion, or nothing. This is the biggest waste of Gil in the arcade. 

3D Battler — Cost: 200 Gil; Difficulty Levels: Increasing 

This fighting game plays a lot like “paper, rock, scissors/’ You pick an attack and your opponent 
picks an attack. If the attacks are the same, no one takes damage. If one player’s attack beats the 
other’s attack, the losing player takes a hit.The first person to deliver 10 successful hits to his 
opponent wins. The attacks are; 

[Enter] “ Upper body attack; Beats Low, Loses to Mid, Ties Upper 
[Ins] = Mid portion attack; Beats High, Loses to Low, Ties Mid 
[Dei] = Lower portion attack; Beats Mid, Loses to High, Ties Low 

Fortune Telling — Cost: SO Gil; Difficulty Levels: N/A 

Okay, this isn’t really a game. But for 50 Gil, you get a small glimpse into the future. Don’t play 
this several times on the same visit, because your fortune won’t change until you leave that sec- 
tion of Wonder Square, 

Mog House — Cost: I 00 GiL Difficulty Levels: N/A 

To help Mog fly, you give him Kupo nuts. If you don't feed him enough, he won’t have the 
strength to fly; if you feed him too many, he'll fall on his little Mog bottom. So how many Is just 
enough? Follow Mog’s reactions. If he’s still hungry, he'll make a little grumbling noise and rub his 
tummy. If he's had enough, he’ll squeak and jump into the air. Stop feeding him at this point and 
he should fly without any trouble. To make it easier, feed him five the first time and three the 
second time. 

Bonus! After defeating Mog House* talk to the guy behind you. In appreciation of your fine 
puzzle-solving skills, he gives you 30 GR Not too shabby! 

G Bike — Cost: 200 Gil; Difficulty Levels; N/A 

You can access this game the first time you enter the Gold Saucer, Enemy bikers chase a little 
blue truck. You must protect the truck by knocking down enemy bikers. There are two types of 
Bikers: Red and Orange. The Orange Bikers are decent riders, but they tend to dive right in 
without thinking, The Red Bikers pose a much larger threat. Instead of coming towards you, they 
run from you, The real danger here is that the Red Bikers tend to draw you away from the 
truck* which enables the other Bikers to cause some damage while your attention is diverted. 


Goto S/ujceji 


Stay close to or behind the truck and hit the enemy bikers as they approach* If one gets past, 
don't go after him unless he attacks the truck. If he backs off, don't chase him— make him come 
to you. it's possible to push over enemy Bikers with your hog, but it's much slower than using 
your sword.You can also topple enemy Bikers using the “domino effect” If you knock over a 
Biker in front of another enemy, it causes them to collide. Bikes are worth SQO points each, but 
each time the enemy hits the truck, you lose 25 points* If you do well you'll receive a small 
amount of Gil, but if you do really well you'll receive a decent amount of Gil and an item. 

Snowboarding Game — Cost: 200 Gil; Difficulty Levels: 3 

There are three snowboarding courses Beginner, Expert* and Crazy. The 
challenge increases by adding additional obstacles* increasing the speed, 
and tightening the turns.Throughout the course, there are balloons (Red 
balloons are worth one point* Blue are worth three, and Green are 
worth five). 

You get technique points according to how well you perform. If you make it 
through the course without hitting a wall* you receive a perfect score. Not all 
things deduct points; for example, you can hie a Mog while its on its sled and 
not lose points, but if you hie it after it's fallen off its sled, you lose one point* 

Do well on a course and you'll pick up a little GP and an item* 


Torpedo Attack— Cost: 200 Gil; Difficulty Levels: 5 

This game isn't available until after you've stolen your own submarine and fought with a Shinra 
submarine* Before the game begins, you're given five choices. You can either reenact the battle at 
the underwater Make Reactor or you can choose from four original levels. The levels get pro- 
gressively harder by increasing either the amount of enemy subs or the ability and toughness of 
the enemy commanders. The amount of GP you receive is the same regardless of the difficulty 
level. 

During a battle, you can shoot as many as four torpedoes at a time. Try to lock onto your target 
and unload the whole group* which is normally enough to take out an enemy sub. On higher lev- 
els* however, it takes a few more shots* Missiles have a relatively short range, so get dose before 
opening fire* if the enemy gets a lock on you, speed up and dive deep.This will normally shake 
the torpedoes off your tail* 

Mines are the small polygons on top of the square columns. You can pass through the columns 
without taking damage, but don t go too high. Be careful when you enter the sonar screen — 
you don't want to accidentally hit a nearby mine! 

Use your sonar to help better prepare for what lies ahead and to help relocate the enemy sub- 
marines* If you lose track of an enemy on the sonar, exit and reenter the sonar screen, !t f s faster 
than waiting for the next sonar pulse. For winning a battle, you receive 20 GP and an item. 
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GP Exchange 

When you have a decent amount of GP, you car exchange it for a prize with the girl near the 
entrance to Wonder Square. Remember'The higher the cost, the better the item. 

Potion / GP; Ether 20 GP; X-Potion 80 GP; Turbo Ether 100 GP; Gold Ticket 300 
GP; Carob Nut 500 GP; Gil Plus Materia 1000 GP; EXP Plus Materia 2000 GP 

Gil Exchange 

A man who can exchange Gil for GP at a race of 100 to I will sometimes appear next to the 
litde house at the back of the Gold Saucer's ropeway station. He’s not always there, but if 
you enter and exit the Gold Saucer several cimes t he should appear. It may take awhile so be 
patient. 




Gold Saucer 
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T,e FINAL 

CONFRONTATION 


ITEMS: 

Save Crystal 
Guard Source (x3) 
Mind Source (x2) 
Magic Source 
Elixir 

"HP Absorb' 1 
Materia 

Power Source (x2) 
Hero Drink 
Megalixir 


ENEMIES: 

Gargoyle 
Dark Dragon 
Scissors 
Parasite 

Master Ton berry 


At the start you'll notice a cave, which is your 
way back to the High wind just jn case you 
need to return 
for anything. 

Also, take note 
of the first 
chest, because 
inside is a very 
important 
item — ‘the Save 
Crystal 



CREATING A SAVE POINT: 
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Ready to go? Follow the twisting path into the crater. At the cliffs, take the right path 
down, and then climb back up the left. This enables you to collect the various items 
located along the path in the most efficient manner. 





When you first enter the next area, go to the 
left and explore the cave.Youll need to return 
to the top and cake the right path to actually 
access to the next area. 

You meet up with the rest of the group here and 
get the chance to split the entire party in two* 

Eventually, 
you'll want to 
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explore both sides, but for now you must pick a side. 
This is 

a decent spot for the Save Point, but you may prefer 
something closer to Sephiroth. 
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Each character will deliver an item to Cloud once he reaches the base of the crater. 
However, any characters sent down the same path as Cloud won't pick up an item, 
because the game leaves them there for Cloud to find. The following is a fist of the 
items each character will collect when sent down a path other than the one Cloud 
decides to travel* 


Character 

Right Path 

Left/Up Path 

Left/Down Path 


Barret 

Guard Source 

Vaccine 

Remedy 


Tifa 

Mythril 

Hero Drink 

Turbo Ether 


Red Xril 

Mind Source 

“Shield" 

Speed Source 





The Final Confrontation 


Character 

Right Path 

Left/Up Path 

Left/Down Path 

Yuffie 

Megalixir 

“Counter” 

Vaccine 

Cart Sith 

Elixir 

Remedy 

X-Potion 

Vincent 

Megalixir 

Magic Source 

“Mega All” 

CM 

Speed Source 

Imperial Guard 

Elixir 


NOTH: 

II YOU $m&> Ci.OUD DOWN l HI RIGHT; PATH, AXY CIlAKAniKS 
sent ro t i if i pi i would arrive wj i w tiTni K mi; him from 
THI' LKfT?lV OR Lur/DOWN PATHS, 


The Right Path 


ITEMS: 

Mystile 

Elixir 

Speed Source 
Tetra Elementaf 
Megalixir (x 2 ) 
Luck Source 


ENEMIES: 

Malboro 
Death Dealer 
Dragon Zombie 
Parasite 
Poilensafta 


i 


The right path is fairly easy. There are a lot of 
items 10 find and you avoid the Master 
Tonberry enemies, ft's also the place to collect 
the final three Enemy Skills. Each enemy on 
the right path has an Enemy Skill* so it's also a 
good pface to catch up if you've missed a few 
on your way through the game. 



If you missed Shadow Flare during the battle 
with Ultimate WEAPON earlier in the game, 
you'll be happy to know that the Dragon Zombies are 
packing this powerful attack along with the new Pandora's 
Box skill. Both skills are fairly easy to get. 

If you can find a Pollen salta, you can force her to teach you 
the Angel Whisper sldll.This powerful healing ability 
restores a character to full health and can even revive fallen 
comrades. You MUST use 


Manipulate to get 
Poliensalta to cast Angel 
Whisper, 

The most frustrating task is learning Death Roulette 
from a Death Dealer. This skill randomly hits a char- 
acter (even bad guys) with death. Therefore, ft can take 
a long, long time to get Death Roulette to hit a charac- 
ter equipped with the “Enemy Skill” Materia. The 



easiest thing to do is send Cloud down the right 
path by himself, making sure to equip him with 
the Final Attack-Revive combination. 

Although this improves the odds, It can make 
the fights toughen You can also just kill off the 
two allies not equipped with an "Enemy Skill 11 
Materia as soon as the battle begins. Just 
remember, the character hit with Death 
Roulette must be revived before the end of the 
battle or he/she won't learn the skill. 

The other skills you can find here are Magic 
Breath, Level 5 Death (Parasite) and Bad Breath 
(Malboro). Find them if you need them. 



Th E LEFT P&TH 


ITEMS: 

Turbo Ether (x2) 
Speed Source 
“Mega-All” 
Materia 
X-Potton (x2) 
Vaccine 
Remedy 
Elixir 
Remedy 
Magic Source 
Vaccine 

"Shield" Materia 
Imperial Guard 
Hero Medicine 
"Counter" 
Materia 





ENEMIES: 

Behemoth 
Master Tonberry 
Allemange 
Christopher 
Gighee 
Magic Pot 
Armored Golem 
Movers 


The left path actually consists of two paths. 
The "Up" path takes you through some very 
natural-looking terrain; the “Down" path is a 
series of rocky ledges. Each path has great 
items, so make sure you explore them both. 


NOTE; li- vol 1 stusrn Ci.oUp ixjwn fue Ei:i i ivm i with a 
CiUHALItiH(S) L HA 1 IN fill MAIN jEARTY, YOU'1,1, GET TM1-. 

CHANCIi TO THE CHARAC l IiKiSj r>OWH EITHER TITE "U**” 

OR vatu when you reach ttik sirrr. 


The Final Confrq n tatio n 


Left/Up Path 


This is the more challenging path of the two. There are a couple of 
nasty enemies here, but you’ll also find some valuable Materia, 

The two toughest enemies are the Master Ton berries and the 
Magic Pots. Master Ton berry can kill a party member instantly by 
counter attacking with the Everyone's Grudge attack and can kill in 
one hit with its Knife attack. If you can kill Master Tonberry before it 
— reaches the party you can avoid the Knife attack, but always be ready 

to recover any fallen characters. If you’re feeling brave, you can 
Morph Master Tonberry into a Ribbon, quite possibly the best accessory in the game. 


ENEMIES: 

Ch ristopher 
Gighee 

j Master Tonberry 
Magic Pot 
Allemange 


You T ll notice that Magic Pots demand the party give them an Elixir. Until you do so, 
they re basically invincible, which leaves you with a decision to make. It's easy enough to 
run from them, however, you risk losing items because Magic Pots like to steal. If you 
can afford to throw away an Elixir or two, Magic Pots lose their invulnerability as soon 
as they get what they want* 

In the second part of the path, you can go underwater 
next to the “Shield” Materia or next to the exit. 

This leads the party to the lone chest that until this 
point has seemed inaccessible. 

There are two well-hidden Materia crystals in the third 
part of this path. The “W-Magio” Materia is located 
under the leaves near the top, and the “Counter” 

Materia is sitting inside the glowing area. 



Left/Down Path 


ENEMIES: 

Allemange 
Armored Golem 
King Behemoth 
Master Tonberry 


This path is super easy except for 
the Master Tonberry 
enemies roaming around.There are a 
lot of easy-to-find items and you can 
pick up the ???? Enemy Skill from a 
King Behemoth. 


To get the “Mega-All” Materia 
near the bottom of the rocky path, press [Enter] just 
as Cloud lands on the step next to it. If not, he jumps 
right past it. 







The Final Hour 


ENEMIES: 

Aile mange 


When you reach the bottom of North Cave, talk to everyone on your 
team.Theyll atl hand over items they’ve located on their way to the 
bottom- This is also a great place to put the Save Crystal, If you have 
trouble with the final fights, you won't have to trek all the way back 
down to this point. Oh, it's also the last place you can use the Save 
Crystal,., Imagine that! When you’re ready, head down the center path. 



As you progress toward the center of 
the planet, you’re forced to fight sev- 
eral battles against Iron Men and 
Dragon Zombies, Both of these ene- 
mies could pass as Bosses in their 
own right, so take the necessary pre- 
cautions. 



HOLD OKI Before you oo, yoi should explore i>«. ivo 

PATHS I'HAT YOU !>lON f T TAKE, AT THIS POINT, YOU SHOULD 

aiao HAvt every Sill Materia, so you c:an cirr 'mi Si'ECC 
Masilk Mai eri -y n you're WfWiE$TkrJ. TmRfe’ii no turning 

|JA£':K ONCli YOU EMTI-R TU I i-INAL AREA, SO .MAKE SURE YOU*RF 

READY. 


Boss Fight: 
Tenova^SYNTHESIS 

When you reach the core, you'll 
enter battle against Jenova-SY NTH E- 
51$. This Boss is one part torso and 
two parts arms. It's important that 
you enter this fight with Slash-All 
{having Mega-All equipped works the 
same) or attacks that can damage all 
three parts at one time. Doing so 
enables you to knock out the weaker arms quickly. 

When the arms fall, focus on the torso. Begin the fight 

by setting up the usual defense of Wall/Big Guard, Regen, and Haste. This makes it 
easy to keep up your HP, plus it provides solid protection from jenova’s attacks. Watch 
out for Jenova’s final countdown. After a count of five, it attacks the party with Ultima, 
causing lots of damage. 


f e nova- morph steal attacks 

SYNTHESIS N ' A W* 


Area— ttatcr 





The Final Confrontation 





Depending upon how your fight against Jenova fared, you’ll be prompted to split your 
party into one, two, or three groups. One group is the easiest configuration and three is 
the most challenging. No matter how many groups you make, the first group will face 
Sephiroth in the final battle. However, the second and/or third group must still be well 
equipped.The game ends if you Jose any of the three groups during the fight against 
Bizarro-Seph iroth . 


Boss Fight: 

BiZARRO'SePHIROTH 



BizarrO' 

Mcbfh Steal 


Al 1 r. , 

Sephiroth 

m/a m 

!vU << ui 1 


\ '■ 7 tniipj mi 

V 

Norm 

Am-Cixtef 



Nnrm 

HP UrviMAii 

4 

Muriii 


btP (Inafjftii « 

X 

Norm 



K 

Norm 


Ilr£i;r(rnr " 

G 

Norm 


C) i Uckicr^f _ 

% 

Nnm* 

V'** 


& 

Norm 

€ % 

AP Uikiorwx 

t 

Norm 


|| I ipmT^TI *iF 


1 I,| p-d 1 | 


1 Hit ] ft, I Tf I Sir. [ 


| v,. | 3f j i , t 


The basic idea behind this 
Boss fight is fairly simple. 

There are five parts to 
Bizarro-Sephiroth: the Head, 

Torso, Core, Left Magic, and 
Right Magic, The Head, Left 
Magic and Right Magic are all 
easily destroyed, but Sephiroth 
can quickly regenerate them. 

The torso is tougher and is healed each turn by the core.This 
is what keeps Bizarro-Sephiroth going. If the torso goes, the whole creature dies. The 
core is incredibly strong and cannot be damaged until its defenses are removed. Once 
the Core is destroyed, the torso is easily conquered. 

Because Bizarro-Sephiroth attacks with several types of magic, make sure that you keep 
up Wall and use a generous amount of Cure spelfs.The team can also get hit with some 
pretty nasty status effects, so equip your characters with any items that protect against 
negative statuses. Sephiroth s strongest attack is the Fallen Angel, 
which reduces each of the affected party members life to one 
t i-oiiA quick point. This is easily countered with Regen and Cure 3 , but can be 

or THE rouko deadly to a poorly equipped team.The core can also blast the team 
to hit a 1 1 mi with a powerful attack that not only inflicts a solid amount of dam- 

p a rts of age, b ut causes several negative status effects including Confusion, 

*ot»v K,R 70,000 PoiSOn ’ and Slow ' 

POIN TS UP 
DAMAGE, 




In the single team fight, you’ll want to concentrate on Sephiroth's Left and Right Magics. 
Once these are destroyed, the Core’s defense drops. Destroy the Core, and then attack 
the Torso section to finish off Bizarro-Sephiroth, 

When using two teams, have the first team eliminate the Left Magic and the Head, then 
switch to the right team when given the chance. When the right team destroys the 
Right Magic and Head (it may be necessary to destroy the Left Magic as well), the 
Core’s right defense drops. Have the right team destroy the right side of the core, and 
then switch back to the left team. The Core's left defense should now be down. Attack 
the left core until it is destroyed, and then focus your attention on the Torso. 

In a three-team situation, you’ll begin the fight 
in front of Bizarro-Sephlroth. Switch to the left 
team as soon as the middle team destroys a 
piece of Sephiroth. Follow the instructions for a 
two-team battle until you’ve destroyed both 
sides of the Core. Immediately switch back to 
the middle team and have them finish off 
Sephiroth by taking out the Core and then the 
Torso. 

Only one fight left.,, are you ready? I'll leave this one up to you. Just use everything 
you've learned up to this point and you should be fine. The final battle can be difficult, 
but it's cake compared to the Emerald and Ruby WEAPONS. If you have a lot of trouble 
and just can't seem to get past the last battle, visit the Bra dyG AMES web site 
(www.bradygames.com) and drop us a line. I'll be more than happy to send you strategy 
for defeating the final Boss. Good luck! 


NOTE: Each i imi voi; switch to a 
nfav j i:am. rr’s as ip they havmnT -yet 

FOUtvHT. THEY CAN USE THH MAXIMUM 
LIMIT Of ANY SUMMONS Oft ATI. SPELLS 
rill-Y'KK EQtllPPED mu, EVEN IP THCY 
ALAI AI » Y l ISKI> 1H I- M A X I M U M A M Ol NT 
PARIS PR IN *11111 1,1 AT TLL- 


Tim Final CowraoNmnoN 




Items 


Item Name 


Effect 


Item Name Effect 


Potion 

Restores HP by 100 

Hi- Potion 

Restores HP by 500 

X- Potion 

Fully restores HP 

Ether 

Restores MP by 100 

Turbo Ether 

Fully restores MP 

Elixir 

Fully restores HP/MP 

McgalixJr 

Fully restores all members' 
HP/MP 

Phoenix Down 

Restores life 

Tent 

Restores team's max HP/MP; 
use at Save Point 

Ludfc Source 

Raises [Luck] 

Speed Source 

Raises [Dexterity] 

Mind Source 

Raises [Spirit] 

Magic Source 

Raises [Magic Power] 

Guard Source 

Raises [Vitality] 

Power Source 

Raises [Strength] 

Grenade 

Explosive damage against 
one opponent 

Shrapnel 

Explosive damage against ail 
opponents 

Right Ami 

Explosive damage against all 
opponents 

Dream Powder 

Uses “Sleepel” on all 
opponents 


Mute Mask Uses “Silence” on all 

opponents 



War Gong 

Uses “Berserk** on all 
opponents 

Loco Weed 

Uses “Con fu" on all 
opponents 

Fire Fang 

Uses “Fire2" on all 
opponents 

Fire veil 

Uses “Fire3” on all 
opponents 

Antarctic Wind 

Uses “Ice 2” on all 
opponents 

Ice Crystal 

Uses “lcc3" on all 
opponents 

Bolt Plume 

Uses ” BoU2" on all 
opponents 

Swift Bolt 

Uses ' , Boli3*' on all 
opponents 

Earth Drum 

Uses “QuakeZ” on all 
opponents 

Deadly Waste 

Uses “Bio2“ on ail 
opponents 

M -Tentacles 

Uses "Bicy on all 
opponents 

Stardust 

Uses "ComccS’' on all 
opponents 

Holy Touch 

Uses “DeSpeir on one ally 

Ink 

Uses “Darkness 1 * on all 
opponents 

Vampire Fang 

Drains HP from one 
opponent 

Ghost Hand 

Drains MP from one opponent 

Dragon Scales 

Causes water damage on all 
opponents 
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Item Name 


Effect 


Item Name 


Effect 


Impaler 

Changes one opponent to 
a frog 

Shrivel 

Uses "Mini* on one 
opponent 

Molotov 

Causes fire damage on one 
opponent 

5- mine 

Explosive damage against 
one opponent 

8-Inch Garmon 

Explosive damage against 
one opponent 

Graviball 

Uses "Demi* against one 
opponent 

TVS Bomb 

Uses "Demi2* against one 
opponent 

Oarers 

Paralyzes one opponent 

Dragon Fang 

Lightning damage against all 
opponents 

Spider Web 

Slows all opponents 

Bird Wing 

Causes wind damage to all 
opponents 

Light Barrier 

Casts [Barrier] around all 
allies 

Hyper 

Cures (Sadness] 

Tranquilizer 

Cures [Fury] 

Vaccine 

Protects against 
era n s fo rm ations 

Eye Drop 

Cures [Darkness] 

Hero Drink 

Raises a character's ability 
once during battle 

Speed Drink 

Casts [Haste] on one aJly 

Smoke Bomb 

Enables characters to escape 
from opponents during battle 


Remedy 

Cures abnormal status 

Echo Screen 

Cures [Silence] 

Cornucopia 

Cures [Small] 

Maiden's Kiss 

Cures [Frog] 

Soft 

Cures [Petrify] 

Antidote 

Cures [Poison] 

Sylkis Greens 

Food for a Chocobo 

Reagan Greens 

Food for a Chocobo 

Ml meet Greens 

Food for a Chocobo 

Curtel Greens 

Food for a Chocobo 

Pahsana Greens 

Food for a Chocobo 

Krakka Greens 

Food for a Chocobo 

Zeio Nut 

For breeding Chocobos 

Carob Nut 

For breeding Chocobos 

Porov Nut 

For breeding Chocobos 

Pram Nut 

For breeding Chocobos 

Las an Nut 

For breeding Chocobos 

Sara ha Nut 

For breeding Chocobos 

Luchiie Nut 

For breeding Chocobos 

Pepio Nut 

For breeding Chocobos 

Tissue 

Has no use 

1/35 Soldier 

Has no use, Shlnra armored 
"attack* soldiers; 12 in the set 

Save Crystal 

Creates Save Point. Use inside 
Northern Cave 

Super Sweeper 

Has no use, A new machine to 
protect the reactor 
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Items 


Key Items 


Stem Name Location Item Name Location 


Pharmacy 

Coupons 

Wall Market 

Keycard 62 

Shinra HQ Level 61 



Shinra HQ Level 62 

Colton Dress 

Wall Market 

Keycard 65 


Shinra HQ Level 65 

Sac i n Dress 

Wall Market 

neycana oo 


Shinra HQ Level 68 

Silk Dress 

Wall Market 

ney earn os 


Shinra HQ Level 65 

Wig 

Wall Market 

miagar runs 



Blonde Wig 

Wall Market 

rlta 

rvajm 


Shinra Mansion 

Dyed Wig 

Wall Market 

Basement Key 


Dio’s Showroom in Gold 
Saucer 

Disinfectant 

Wall Market 

Keystone 

Deodorant 

Wall Market 

Black Materia 

Temple of the Ancients 

Digestive 

Wall Market 

Glacier Map 

Icicle Inn 

Cologne 

Wall Market 

Snowboard 

Icicle Inn 

Flower Cologne 
Sexy Cologne 
Grass Tiara 

Wail Market 
Wall Market 
Wall Market 

Mythril 

Leviathan Scales 
Hutfe Materia 

Sleeping man in Eastern 
Continent Cave 

Underwater Reactor 

North Corel (after stopping 

Ruby Tiara 

Wall Market 

Coal Train) 

Diamond Tiara 

Wall Market 

Huge Materia 

Fort Condor 

Member's Card 

Wall Market 

Huge Materia 

Shinra No, 26 (Cid's Rocket) 

Keycard 60 

Shinra HQ Level 59 

Huge Materia 
Key to Ancients 

Sunken Shinra Sub 
Beneath Northern Continent 








Weapons 


Cloud Strife 




Buster Sword 


Cost 

wa 

Ath 

ta 

A% 

96 

WiS 

XL 


Materia Slots 


0 


Location 


Yoshiyuki 


Cost 

NM 

Ath 

56 

A% 

100 

m 

XI 



Materia Slots 
| « ■* 


Note’ ?*tnJ is UK rd wh’n 
ill? UuV IS tfcfhTt 


Organics 


Cost 

12,000 

Atk 

62 

A% 

LtV3 

Mfi 

XI 


l 


Location 

i(rii'ir‘ Am 


Materia Slots 


Abbrev* 

What It Means 

Cost 

How much Weapon costs 

Atk 

Attack power 

A% 

Attack percentage 

MG 

Materia growth 

Location 

Where you find the Weapon 

Notes 

Unique info concerning Weapon 




Murasame 


Cost 

6500 

Atk 

St 

A% 

LOO 

Mg 

XL 


Materia Slats 
| £3$ <i> 



Enhance Sivord 


Cost 

U.OOQ 

Atk 

43 

A% 

tor 

m 

XL 



Materia Slors 

I 


Location 

{Tno s P\*f. jumw 



Mythril Saber 


Cose 

taoo 

Atk 

23 

A % 

98 

Ug 

XI 


Materia Slots 
|<£» m 


I .oration 

7&wn 


Rune Blade 


Cost 

3600 

Atk 

<10 

A% 

106 

m 

X2 


Materia Slots 
'<■ * '*■ * 


Nail Bat 


Cost 

2800 

Atk 

70 

A% 

100 

Mg 

XI 


Materia Slots 
Norte 


0 


Location 


Crystal Sword 


Cost 

13.000 

Atk 

76 

A% 

105 

Mg 

XI 



Materia Slots 
jiK^sta* s<w=» 
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Weapons 


















Heaven's Cloud 


! Hca 

h 

Atk 

A% 


Cost 

93 


Atk 

too 


A% 



Mg t 

Slater i.i Slots 

1 e * * * * & 

□ 



Guard Stick 


Cost n/a 


Atk n 




Materia Slots 



Full Metal Staff 


Cost 

$00 

Atk 

22 

A% 

too 

Mg 1 


Z 


Location 

Xtim Wm 


Materia Slots 

# 



Cost 

88 

Aik 

MO 

A% 

3 


3 


Materia Slots 



\» 9 # 


Cost 

97 

Aik 

IDS 

A% 

6 

Mg t 


Materia Slots 



Ultima Weapon 


Cost 

ICO 

Atk 

no 

A% 

8 

Mg 

0 


Materia Slots 


Striking Staff 


Mat e ria Slots 

I** « 


Wizard Staff 


Materia Slots 

[¥» flT^ 



location 

4*<rr defazim : 
Vp^y. 


Aeris Gainsborough 


Cost 

1300 

Atk 

32 

A% 

100 

Mg 1 




Location 

soreL^m Miv?o,' 
COl|Wf» pnon 


Mythril Rod 


Cost 

370 

Atk 

it 

A% 

100 

Mg < 


0 


Location 

«hn 


Materia Slots 


Cost 

1 800 

Atk 

28 

A% 

100 

Mg 

*2 


0 


Location 

ffts t'nnrf jwtm 


Fairy Tale 


Cost 

2500 

Atk 

y? 

A% 

103 

m 1 


Materia Slots 

* • 4k 


Z 


Location 


219 £, 




















Prism Staff 


Cost 

2600 

Atk 

40 

A% 

105 

Mg 1 


IZI 


Materia Slots 


Location 

r.'i fjvim 


Wizer Staff 


Cost 

3200 

Atk 

33 

A% 

100 

m 

*3 

Materia Slots 

1 1 'i ® $ 


2 


Local ion 

{?: Cap* yiffiW? 


Princess Guard 


Cost 

N-'A 

Atk 

52 

A% Ut 

m 

XI 



Materia Slots 


Location 

of :ftrt aleurite 




Smc Sa isri pewtrr ««! 
paVfcti of ter* wwi.-/, 


Tifa Lockheart 


Leather Glove 


Cost 

N/A 

Aik 

13 

A% 

00 

wg 

XI 

Materia Slots 

[? ! 



Location 

•Stanley i^’-iifinenf 


Metal Knuckle 


Cost 

320 

Atk 

IS 

A% 

102 

Mg 

XI 

Materia Situs 



Location 

WjH Matter 


Grand GItwe 


Cost 

1200 

Atk 

31 

A% 

tio 

Mg 

xt 

Materia Slots 

&& ® % 


1 


Location 

frfyjtnit tar. fitceSt ran: 
Ui'.'J^yyr 


Motor Drive 


Cost N.A 

Ack 

27 

A% 

106 

Mg 

\2 


I 


Location 

cas™ Prf 5o\ 


Matcha Slots 


$ -» $ 


mam 
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Weapons 


Aurora Rod 


Cost 

5800 

Atk 

5J 

h% 

110 

Mg 1 


Malaria Sloes 

|$ 



Mythril Claw 


Cost 

750 

Atk 

24 

A% 

106 

Mg 

XI 

Materia Slots 

#=8t ® 


Tiger Fang 


Cost 

2500 

Atk 

38 

A% 

110 

Mg 

*1 

■Materia Slots 



Z 


Location 

liU 1 ^ 


£ 


Location 

Kata fawa 




Location 

(.tama C’amc 














Platinum Fist 


Cos* 2700 


Atk 30 


Alg xZ 


Materia 51 ms 

it ' % m m 


Dragon Claw 


Coil 

IO.UOO 

Atk 

6a 

A% 

114 

Mg 

Xl 


Materia Slots 


£=* -Stsifr ft $ 


God's Hand 


Cost 

NM 

Atk 

86 

a% 

253 

Mg 

XI 


Materia vSlots 

[•Si* 



Location 

Wu^iVi^n, ft/qcd 




Location 

Alttrf 'Jt/tafiKg' 

O vry Jtimer he 
(,* rttfif»WUte7 l&ttr.'sr 


Diamond Knuckle 


Cost 

5800 

Atk 

51 

A% 

111 

Mg 

xl 


Materia Slots 


TjS 


'A 


Location 

tti.wi 


Kaiser Knuckle 


Cost 

15.000 

Atk 

44 

A% 

no 

Mg 

XI 

Materia Slow 

[ «* 9 » ft ft ■!.' ft ( 


e 


Location 

U-tuXtt'Ifid .AfftW. jU#Q*t 


Premium Heart 


Cost 


Aik 99 


A% 


m 


Materia Slots 


i 


Location 


Work Glove 


Cost 

2200 

Aik 

65 

A% 

114 

Mg 

xO 


M ateria Slots 

| None 


Crystal Glove 


Materia Slots 
(<W»»g8B§t 


Powersoul 


Cost 

16,000 

AIR 

75 

A% 

its 

m 

xt 


Cost 

4200 

Atk 

25 

A% 

106 

Mg 

X2 

Materia Slots 

‘ ft m ft m 



Location 

<;, h /LlrtPtft. 
Ainrai 


I 


Location 


i 


Location 

Mr 


.V&K': . ,j -,kv i ,1^.1471 

dcwiNtJ 1 


Gatling Gun 


Cost 

WA 

Atk 

14 

A% 

97 

M* 

Xt 


Materia Slots 





Location 


AWe 1 ^.vy 


Assault Gun 


Cost 

350 


Atk 

17 


t\% 

98 


m 

x 1 


Materia Sims 

ft* 


□ 



Barret Wallace 


Location 
After tiWc'ff.’i'/ta ifiKirf 
hS.^i^oii In &jc&r 7 

jVtfff in.Tcr Vijfj^v 


Atomic Scissors 


Cost 

1400 

Atk 

32 

A% 

99 

Mg 

x | 


Materia Slow 

[ «5$ ft# 



Location 

5trt/ / pD*; fiyiciT? 

-'ppypyi-v 











! 


Cannon Ball 


Cost 

950 

Atk 

23 

A% 

98 

Mg 

XI 



Ma teria 
i m 


Enemy Launcher 


Cost 

3300 

Atk 

35 

A% 

100 

Mg 

Xt 


Mai n! rig Sloes 

£> jfe ® 


a 


Location 

.Vitf KIM/*! .Vrttts.wr. ttaen 




Rocket Punch 


Cost 

3200 

At h 

62 

A% 

1 to 

Mg 

xO 


Mat eria Slots 
I None 




Location 

Jifrryi If iV l’iIk 1 a+ifirnfi. 
iWtfiH: 


Solid Bazooka 


Cost 

16.000 

Atk 

6t 

A% 

LOO 

■ v, s 

XJ 

Materia Slots 

s: 

%mmm j 




LoCiirioil 

Cakj DeE Sol 


W Machine Gun 


Cost 

2000 

Atk 

30 

A% 

too 

Mg 

x2 


Materia Slots 

|V«» 



Vole Inifr; R-ji.^v 


Drill Arm 


Cost 

2000 

Atk 

37 

A% 

97 

Mg 

X2 


Materia Slots 

| « ® * ♦ 

L t 


Location 

teif! Tfwl. jfunw 


taicrolaser 


Cost 

12,000 

Atk 

63 

A% 

IOI 

Mg 

XI 


j 


Max Hay 


MaLoria Slots 



Materia Slots 


■3fe£6 ;* & 


XfWe; Jjft if? Efejr^ 


Cost 

Atk 

97 

A% 

9S 

Mg 



Location 

SttlGf a 

.Vole; 4erkj flan?? 


Heavy Vulcan 


Cost 

2700 

Atk 

39 

A% 

m 

Mg 

xJ 


Mate nd Slots 


Chainsaw 


Cost 

6300 

Atk 

52 

A% 

100 

Mg 

XI 


Materia Slots 


AM Cannon 

Cost 

18*000 

Atk 

77 

A% 

103 

Mg 

XI 


Materia Slots 

fro mm 


fi 


locution 

foiirx* fuit^n 


WfjO! frdnjpe 



1 


Location 


Sbtt: long Jtes^r 


Missing Score 


Cost 

Atk 

9fi 

A% 

108 

Mg 


Materia Sl ots 
I *-*; fc® *£* 


Location 

Vtffca Gsinon 
iVdftf: Lem Rofigt 


Weapons 







1 j Cost 

M/A 

, Atk 

23 

A* 

too 

jwg 

XI 


Materia Slots 


Location 

Smretrif r/jutpwxw 


rs- 


.Vofc: Jbeigw 


Pin wheel 


' Cost 

2*00 

At k 

37 

A% 

104 

m 

XI 




\ 


Materia Slots 


Location 

Cw ;vt Cjr^cti 


\ot* icfy &m$e 


Hawkoyc 


Cost 

12,000 

^Atk 

61 

A% 

107 

Mg 

xl 


rg 


Location 

ICWit 4»ll 


Materia Slots 


Lriy A*V? 


Oricsuru 


Cost 

Atk 

90 

A% 

116 

Mg 

J£l 


M 


Ma te r l a Slots 


Location 




Boomerang 


Cost 

H06 

Atk 

30 

A% 

10 1 

MM 

Xl 



Materia Slots 


Location 

Arms 


1 &B 9 


ttott! ifti,? fltfnfr 


Twin Viper 


CO fit 

3200 

Atk 

36 

A% 

103 

Mg 

x2 


u 


Materia Slots 

| « » 


Location 

MCCfttfrt AlW.’n'vjS. Amp 


vofr l '.■**$ ten;-? 


Crystal Cross 


Cost 

16,000 

Atk 

74 

A% 

110 

Mg 

Xl 



location 

Midori 


Materia Slots 


I && ** 


XWv l<rtj toj# 


Magic Shurikcn 

Cost 

U>000 

Atk 

64 

A% 

Hi 

Mg 

Xl 


00 


Materia Slots 


« # 


Location 

cawai tWSs>£ vvtw! 

fewn 

Sptt 


Super Ball 


Cost 

3000 

Aik 

63 

A% 

120 

Mg 

xO 



Materia Slots 


[ None 


Location 

ft nr OtmJorrAsr:^ *4!, 
jumn 

Stott: ivetj H*n& 


Yuffie Kisaragi 


Wind Slash 


Cost 

2000 

Atk 

30 

A% 

103 

Mg 

x2 




Materia Slots 


Location 

lW.-H I) JJOCi jliOTCfl 


, » m * 


Razor Ring 


Cost 

6000 

Atk 

49 

A% 

105 

Mg 

xl 


Materia Slots 


!»»« 


Con former 


Cost 

Atk 

96 

A% 

1(2 

Mg 

XO 


Materia Slots 




Spiral Shurikcn 


Cost 

14,000 

Atk 

6S 

A% 

no 

Mg 

xl 

Materia Slots 

|«s*» & $ « m m 
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Location 

kViirv^r 


iVfV/ . I ry. 



Location 


fife 


Location 


Natt r /H^j ftcfjgt 


■ -j 














Red XIII 


Mythril Clip 


cost 

300 

Atk 

24 

A% 

100 

Mg *' 



Materia Slots 


Location 

-SfflFTIr^ fiTLJip.Tirr; 




Silver Barrette 

Coat 

2500 

Atk 

40 

A% 

no 

Mg 

Xl 



Materia SI pm 


Hairpin 


Location 

Cc$«t50 riTTiy^r 


Cost 

6000 

Atk 

57 

A% 

120 

Mg 

xO 



M ateria Slots 

[None 


Note: ftfkge 


Crystal Comb 


Cost 

17,000 

Atk 

76 

A% 

ios 

Mg 

XI 

Materia Slots 

j 



Location 

AfjdtW 


Magic Comb 


Cost 

2000 

Atk 

37 

A% 

100 

Mg 

*2 


Materia Slots 


0 


Location 

fijrf CtnfuScp fflttOC #7> 

,'tirgn 


Seraph Comb 


Cost 

Atk 

6B 

A% 

1 10 

Mg 

xl 


Materia Slots 

&■ ] 


0 


Location 

u_uYni> Cdfytifl 


Gold Barrette 


Cost 

6000 

Atk 

50 

A% 

t04 

Mg 

xt 




Location 

VA;M 


Materia Slots 


| &•##$ 


Spring Gun Clip 


Cost 

37 

Atk 

100 

A% 

6 

Mg 1 


i» 


Location 


Materia Sl ots 

1#=»€= ^ 


Limited Moon 


Cost 


Atk 93 


A% 


Mg 


3 


Location 

Cw.o C^ysr, 


Materia Slots 


Diamond Pin 


Cost 

1300 

Atk 

33 

A% 

102 

Mg 

xl 



Materia Slots 

|»t#i 


Location 

strtffwn Aagri&hiiu; 


Plus Barrette 


Cost 

3500 

Atk 

39 

A% 

104 

Mg 

*2 




Location 

.Ml flffW. lunim 


Materia Slots 

I ® ® a « 


Ada man Clip 


cost 

11,000 

Atk 

60 

A% 

106 

Mg 

xl 



Location 

JfffJf Mt 


Materia Slots 

-Si 


Centclip 


Cost 

14,000 

Atk 

53 

A% 

103 

m 

XL 

Materia Slots 

| $ * to 9$ * # ®| 



Location 

CtiSiJ JDf ’ 5cr 
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Weapons 















Vincent Valentine 


Quicksilver 


1 

Cou 

1000 


Mh 

3S 


A% 

no 


H 

XI 


< 


Materia Slots 


% 


Location 

$ut> ri*uy fnj'Jit'-'Jif -u 
J*IlRC<t 

Kent: Urrf H*ty? 


Shotgun 


1 Cost 

1100 

1 Atk 

4H 

A% 

M2 

Mg 

X} 



Materia Slots 


Sot r. Lti*$ RCHJX 


Lariat 


Cost 

12,000 

Atk 


A% 

120 

Mg 

XI 


/ 


Location 

icKhr frn 


Materia Slots 


***** # 


Hot*: taufteny 


Supershoi $T 


Cost 

Atk 

or 

A% 

120 

«g 

*0 



Materia Slow 


*=t 


\6tt zjx*# 


Peacemaker 


Cost 

1500 

Atk 

38 

A% 

MS 

Mg 

x2 



Materia Slots 


Soft l&tjf fter^ 


Shortbarrel 


Cost 

6400 

Aik 

si 

A% 

LIS 

Mg 

Xl 


/ 


Location 

V^te; 


cvUuoria Slots 




iSofr 1 * 10 } fa.-yr 


Winchester 


Cost 

18,000 

Atk 

73 

A% 

120 

Mg 

Xl 


A 


Location 

Mftfevii 


Materia Slots 


1 •:# «££-$£§ 


StXf twig 


Eun t line 


Cost 

6800 

Atk 

48 

A% 

124 

Mg 

X2 

Materia Slots 




Location 

(tow Viffcnjn' j^iW 


UfiJ FJtiyy 




Sniper CR 


Cost 

3300 

Atk 

*2 

A% 

255 

Mji 

xl 



Materia Slots 


Location 

W .VHwtJfcss*! 


Note: Wrq Mf*$t 


Silver Rifle 


Cost 

3000 

Atk 

62 

h% 

120 

m 

X0 


m 


Materia Slots 


None 


Location 

Aaptir of ttxAKkna. 

jXtmn 
\<Xt. LX$ H *S r*s 


Outsider 


Cost 


Ark SO 


A% 


m 


( 


Location 

tynAbtii 


Materia Slots 


«« *«*=*■*« 


Soft : 'tna fUr^f 


Long Barrel R 


Cosi 

13,000 

Atk 

66 

A% 

255 

Mg 

XL 


/ 


Location 

c«mt nw Set 


Materia Slots 


ttonpr 


Death Penalty 


Cost 

Atk 


A% 

115 

Mg 


L 


Location 

iiiirroa'P On* 


Materia Sloes 


t s=a igft ; 


Stott: I.K5 
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- 

























Cait Sith 


Yellow M' Phone 


Cost 

soo 

Atk 

36 

A% 

100 

Mg 

xl 

Materia Slots 

| £=» ® S> 



Location 

.Storfftg 

ftntm 


Black M-Phone 


Cost 

2300 

Atk 

31 

A% 

104 

Mg 

x2 


Materia Slots 

I $ % # ■* 



Trumpet Shell 


Cost 

3000 

Atk 

&B 

A% 

us 

Mg 

xO 

Materia Slots 

| None 



Location 

Triple of T*r /intern. 

JUBQtl 


Gold M - Phone 


Cost 

15,000 

Atk 

SB 

A% 

103 

m 

XI 

Materia Slots 




Location 

CteM l afSsf 




mm 
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White M- Phone 


Cost 

2300 

Atk 

35 

A% 

102 

Mg 

*2 

Materia Slots 

| W » 8 



Location 

(jUIU^UIIh jUltlfl 


Silver M-Phone 


Cost 

3300 

Atk 

23 

A% 

106 

Mg 

xl 


Materia Slots 



Location 

’nlvifctfini Kteli-iLr: JiW.m 


1 m & & # % ® ■$ &| 


Red M-Phone 


Cost 

11,000 

Atk 

60 

A% 

100 

■Mg 

XI 

Materia Slots 




Location 

frirl? jV:i 


Battle Trumpet 


Cost 

Aik 

95 

A% 

95 

m 

xi 


Materia Slots 




Location 

OiwIeTWWJer Jte&w* 


HP Shorn 


Cost 

Atk 

OS 

A% 

110 

Mg 

a 


Materia Slots 
| reft. i§s® gflg 3£3:i 



Location 

SJtiJlhJ KfMVt 


Green M-Phone 

Cost 

2400 

Atk 

41 

A% 

100 

m 

XI 


JYlaLeria Slots 

I 


Blue M-Phone 

Cost 

5 SOO 

Atk 

48 

A% 

t€0 

Mg 

Xl 


Materia Slots 


Crystal M-Phone 


Cost 

1 8.000 

Atk 

74 

A% 

100 

Mg 

XI 


Materia Slots 

| if E# 


Starlight Phone 


Cost 

Atk 

m 

A% 

102 

Mg 

8 


Materia Slots 

1 8j=»fl3S tfcs | 



Location 

Cun>Oc 



l.ocaiirm 

l Wirin' 



Location 

iifjtiVtfi 



Location 

F<tvxr s i/.Ttier yra ^i 


■■ 


Weapons 




















Viper Halberd 


Cost 

7000 

Mk 

M 

| A% 

102 

** 

x2 




0 


Location 

(&r*i '.%Dr/ f*v M 


Partisan 


1 [ 




Con 

J 9,000 

Mk 

:a 

\% 

too 

Hie 

it 


Z 


Location 

u^rt 


Maieria Stou 


Mop 


i Coit 

1300 

i Aik 

OS 

\ A% 

its 


*0 


Miterii Sloh 


z 


UK4(ion 

Rv?4r (/MXviMI 
)aw 


Slash l ance 


1 Coil 

O$0Q 

1 Aik 

SO 

j A% 

9« 

l M< 

it 


Materia Slot* 


Mast Ax 


t Cost 

15,000 

j Aik 

64 

{ A* 

W 


xl 


Materia Slots 


Scimitar 


Cost 

Atk 

SO 

A% 

*02 

Mg 

15 



0 


Location 

rtlrtrfc** 


z 


Location 

fietetv* 


Materia Slots 


Venus Gospel 


Coil 

Atk 

97 

A% 

I0J 



0 


Location 

ft}*** 


Materia Slots 


I ] 


Cid Highwind 


Trident 


1 Co*t 

7500 


Atk 

*0 


l A% 

109 


! 

It 


Materia Slow 

[*'****>* 

J 



location 

Jur/W 


Javelin 


Cost 

Atk 

02 

A% 

tot 

M* 

x2 


Materi-i situ* 

[mimmm 


Dragoon Lance 


Cost 

0200 

Atk 

00 

A% 

100 

«< 

It 


Materia Slow 

[»M ♦»• ♦ »j 


Flayer 


1 Cost 

[ Atk 

too 

1 A% 

too 

; m 

XI 


Materia Slow 

* +»»»+ J 


B 


location 

Coni Cijflf 


z 


Location 

M'rnMcjtaHHt 


z 

location 

Sfmtt &i’i nrv 
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Armor 




Bronze Bangle 


Cost 

NM 

D 

0 

D% 

a 

MD 

0 

M% 

a 

MG 

xo 


Materia Slots 


N/A 



Myttiril Armlet 


Cost 

m 

D 

le 

D% 

3 

MD 

6 

M% 

0 

MG 

xt 


Materia Slots 





Shinra Beta 


Location 

.StmJ from A&Mftf on 
,'«j 1 


Cost 

N.7A 

D 

10 

t>% 

0 

MD 

a 

IW% 

0 

MG 

XI 


Materia Slots 



Gold Armlet 


location 

■Sim" famr Droro.'i ru 
Mi NOW 


Cost 

2000 

1) 

■Hp 

Dft 

>4 

MD 

23 

VI % 

& 

MG 

XI 


Materia Slots 



Rune Armlet 


Cost 

1700 

0 

43 

D% 

5 

MD 

,24 

M« 

0 

MG 

X2 

Materia Slots 




Iron Bangle 


Cost 

ISO 

D 

10 

D% 

0 

MD 

z 


a 

MG 

XI 


Materia Slots 



Titan Bangle 


location 

Afttr l£$CCUA§ Mr 


Cost 

2RU 


D 

14 


n% 

2 


MD 

-1 


M% 

0 


MG 

Xt 



Materia Slots 





Carbon Bangle 


Location 

Stent pun: ftftwh SSastew 
G?5>^ ijnTi ,Vr:V. Hprt/2 Gs/d 


Cost 

WO 

D 

27 

Dft 

3 

MD 

a 

M* 

0 

MG 

xt 


Materia Slots 





Platinum Bangle 


Location 

Csyu drlSOf. Wr.iilfi 
CviifN Ctirf 


cost 

JSflO 

D 

20 


u 

MD 

12 

M% 

0 

MG 

X2 


Materia Slots 


mm 



Ed incoat 


Cost 

woo 

D 

so 

D4fc 

9 

MD 

ii 

M% 

0 

MG 

xt 


Materia S lots 



Dragon Arnilei 


Location 

FAVJf ,/rcwi Ned Qrayon 


cost 

WA 

0 

58 

l>% 

3 

MD 

0 

M% 

7 

MG 

Xt 

Materia Slots 

«=$»#] 


a 



Four Slots 


Location 

join'd rewnc com rfri 
St It 


Com 

i355 

D 

12 

D% 

O 

MD 

19 

M% 

0 

MG 

XI 


Materia slots 



Silver Armlet 


Location 

Ajitr deft atiag £)jm p. 

riJRfiWJ {anyzr, 


Cost 

nod 

D 

14 

D% 

4 

MD 

14 


0 

MG 

XI 


Materia Slots 





Diamond Bangle 


Cost 

3200 

D 

£7 

D% 

6 

MD 

37 

M% 

0 

MG 

XI 


Materia Slots 



Aurora Armlet 


Cost 


t> 

76 

DSi 

A 

MD 

54 

M% 

3 

MG 

XI 


Materia Slob 


















Wizard Bracelet 


m 


Cost 

12,000 

0 

0 

DW 

J 

MO 

45 

M% 

5 

| MO 

XI 


Materia Slots 



Bolt Armlet 


cost 

SITa 

0 

r* 

D% 

ft 

MO 

j* 

M% 

3 

MG 

XI 




Materia Slots 


AVr uptoifrp 

Abarh ’ 



•-Ac KtiUjtft Mt 
Atintbt 


Crystal Bangle 


Location 


Cost 

<a iKi 

o 

70 

D* 

ft 

MD 

4$ 

M% * 

MG 

XI 


Materia Slots 



Warrior Bangle 


location 

sttalftam 1% Ir Gtur. 


Cost 

K7X 

D 

96 

D* 

0 

MD 

21 

MW 

0 

MG 

Xt 


Materia Slots 



— , 

Ziedrich 






com 

WK ' 

Fo 

100 

DW 

IS 

MD 

9ft 

MW. 

9ft 

MG 

X0 





Escort Guard 


Com 

NiA 

D 

62 

DW 

$ 

M.D 

55 

VI % 

0 

MG 

XI 




Cost 

ttft 

O 


0% 

0 

MD 

7* 

M% 

o 


XI 

Materia Slots 



Cost 

N.<A 

0 

60 

D«fc 

ft 

MU 

*7 

MW 

0 

MG 

XI 






Fire Armlet 


Com 

‘ N/ft ‘ 

D 

72 

D% 

ft 

MU 

« 

M% 

7 

MG 

XI 


Materia Slots 

L 


Shinra Alpha 


Cone 

rv'A 

D 

77 

DW 

ft 

MU 

yt 

MW 

0 

MG 

Xr 


Ma te ria Slo ts 




Aegis Bracelet 


Cpftt 

n7a 

D 

55 

D% 

15 

MD 

36 

M% 

50 

MG 

XI 


Materia Slots 

*= »■«=» 


— , 

Mysrile 


Cost 

n:a 

D 

6ft 

D% 


MD 

72 

MW 

<W) 

MG 

XI 


Materi a Slots 
















1 


Accessories 


Abbrev. 

What It Means 

Name 

Name of accessory 

Price 

Cost of accessory 

Description 

Effect the accessory has 

Location 

Where you can find the accessory 


Name Price Description Location 


Amulet 

10,000 

Luck + 10 

Mideel 

Bolt Ring 

8000 

Nullifies Lightning, turns into HP 

Mideel. Steeping Man 

Cat's Bell 

N/A 

Restores HP as you walk 

Chocobo Race (prize) 

Champion Bek 

N/A 

Power + 10, Strength + 10 

Battle Arena (16,000 BP) 

Choco Feather 

10,000 

Dexterity + 10 

Wutai 

Circlet 

N/ A 

Magic + 30, Spirit + 30 

Ultimate WEAPON 

Curse Ring 

N/A 

Increases stats, causes slow stone 
on equipped character 

Mideel t Ultimate WEAPON 

Earrings 

7500 

Magic + (0 

Rocket Town 

Fairy Ring 

3500 

Protects against Poison/Darkness 

Gi Cave, IVlideel 

Fire Ring 

8000 

Nullifies Fire, turns into HP 

Costa del SoL Mideel 

Fury Ring 

5000 

Automatic Berserk 

Gongaga 

Headband 

3000 

Protects against Sleep 

Junon 

HypnoCrown 

N/A 

Increases Manipulation Rate 

Corral Valley Cave 

ice Ring 

8000 

Nullifies Cold, turns into HP 

After defeating Chekhov, 
Mideel, Serpent 


230 


Accessories 




Name 

Price 

Description 

Location 

Jem Ring 

7500 

Protects against Paralyze /Petrify/ 
Slow/Numb 

Ml Nibel, Mideel 

Peace Ring 

7500 

Protects against Berserk / 
Fury/Sadness 

Da^chao. after defeating 
Rapps 

Poison Ring 

N/A 

Absorbs Poison attacks 

Midgar after defeating 
Motor Ball 

Power Wrist 

7500 

Power + 10 

junon Harbor after defeating 
Bottom swell 

Protect Vest 

3500 

Vitality + 10 

Shinra Tower after defeating 
Rufus 

Reflect Ring 

N/A 

Automatically sets up Reflect 

Whirlwind Maze. Ultimate 
WEAPON 

Ribbon 

N/A 

Immune to status attacks 

Gaea’s Cliff, morph 
Master Ton berry 

Safety Bit 

7500 

Immune to Sudden De a th/Petri fy/ 
Slow/Numb 

Great Glacier 

Silver Glasses 

3000 

Protects against Darkness 

Junon 

Sneak Glove 

129.000 

Increase Stealing % Rate 

Wail Market 

Star Pendant 

•1000 

Protects against Poison 

Shinra Tower 

Talisman 

4000 

Spirit + 10 

Shinra Tower after defeating 
H0512 

Tetra Elemental 

M/A 

Absorb Fire/Ice/Thunder/Earth 

Crater 

Tough Ring 

N/A 

Vitality and Spirit + 50 

Steal from Reno 
(Midgar Sewers) 

Water Bracelet 

M/A 

Drains water attacks 

Corral Valley 

White Cape 

5000 

Protects against Frog/Small 

Shinra Boat, MideeJ 



I 


Materia 


The Legend 


Magic (Green) Materia 


Item 

What It Means 

AP Listings 

For each spelt the AP follows the name, 
followed by [lie MP in the EV1P/AP 
Column. For the materia orbs them 
selves, ihe AP to Master is listed in the 
MP/AP Column 

STB 

Strength Adjustment 

MAG 

Magic Adjustment 

vrr 

Vitality Adjustment 

MDEF 

Magic Defense Adjustment 

MaxHP 

Max HP Adjustment 

MaxMP 

MaxMP Adjustment 



i 

Name 

Location 

1 

AP 

Strength 

MAgJt 

VI i 

■■ 

MDet 

MsxItP 

\u ntur 1 

Lightning 

Initially Equipped 

•55000 

-1 

+ I 

1 _ 

~2% 




d 




Name AP Magic 

Bolt 3 35000 52 



Location 

AP 

Strength 

Magic 

Vll 

M£>*l 

Mas Iff* 

MaxMP J 

Restore 

Reactor # t 

40000 


1 +i ! 

1 


-2% 

1 ~t 2% j 








Name 

Location 

AP 

Strength 

Magic 

vu 

MDcf 

.MjaHI* 

MaxMP 

Poison 

Shinra HQ Floor 67 

38000 

-1 

+ 1 



*2% 

*2% 




Name 

AP 

Magic 

Same Al* Magic 

Same 

AP 

Magic 

Bb 

5000 

8 

Bio 2 20000 56 

Bio 5 

ism 

so 


Sjme 


Shop in Kalm Town 

40000 

1 + 1 

-2% 

+ 2% 


Gan h 



fijnw Location 

AP Strength Magic VM MDef MaxHP 

Heal 

Shop in Kahn Town 

60000 

1 

+ 1 

1 

■2^. | h2% 









Materia 


Name 

Location 

AP 

Strength 

Magic 

Vit 

MDcf 

MaxHP 

Mix MP 

| Desiruct 

Sep hi f OLh i'Sh in ra M jjji s ion 

45000 

2 

1 +2 


+ 1 

-5% 

+ 5% 


Nine 

Location 

Strength Magic Vii MDef MaxHP MaxMP 

Barrier 

Shop in Rochet Town | 

45000 

*2 

+ 2 

-1 

+ 1 

-5% 

+ 5% 


v 



Name AP Magic 

DeBarrier 6000 


Name AP Magic 

DeSpelt 10000 20 


Name AP Magic 

Death 45000 30 


■w& 



Name AP Magic 

Carrier S 000 16 

Name AP Magic 

MBamer 15000 24 

Name AP Magic 

Reflect 30000 30 

Name AP fclagk 

Wall 45 m 58 

Name Location AP Strength Magic 

Vtt MDef Maxtlp MaxMP 1 

— 1 

Shop in Rocket Town 

30000 

*1 

1 

1 — ~ — 

-2% 

+ 2% 



Name AP Magic 

Remove 30000 99 


Name 

Location 

AP 

Strength 

Magic 

vn 

MOef 

WaxHP 

Max.MP 

Comet 

Ancient City 

60000 

-2 

4 2 

-1 

+ i 

-5% 

+ 5% 



Name AP Magic 

Comet 2 60000 no 


Name 

Location 

AP 

Strength 

Magic 

Vk 

MDcf 

Max HP 

Max VIP | 

Full Cure 

Cosmo Canyon Item Shop 

100000 

*4 

+ 4 

2 

* 2 

-10% 

+ 10% 


Name AP Magic 

PuitCure mm 99 
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Name 

Location 

AP 

Strength 

Magic 

vir 

MDef 

AinxNP 

U«MP 

Contain 

White Chocobo in Mideel 

60000 

*4 

+ « 1 

*2 

4- 2 

■10% 

+ }Q% 




Name ap Migk 

Break 10000 S6 



Name AP Magic 

15000 90 


Name AP Magic 
Flare 60000 100 


Name 

Location 

AP 

Strength 

Magic 

vie 

MDet 

Ma'xHP 

M»A1P 

Ultima 

North Corel 

100000 

- 4 

+ 4 

-Z 

+ 2 

-10% 

+ 10% | 



Note 

(after stopping the train or pay SO.QQO 
Gil if you fail to stop the train) 


Name AP Magic 
Ultima iOOOOO 130 


Location 


Strength 


Magic 


Shield 

Final Dungeon 

100000 

■4 

+ 4 

-2 

t2 

-10% 

+ 10% | 


\ r 3Une AP Magic 

Shield 100000 ISO 





, 


I 
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Command (Yellow) Materia 


Sense \ 

Harris 

Description 

Sense 

Inspect an enemy's stats 

ftp Needed 

Location 

0 

Kahn, junon. Midgar 

AP !or Master 

Sums change 

40,000 

None 


Steal \ 

\imc 

Description 

Steal 

Attempt to steal an item 
from an enemy 

AP Needed 

Location 

0 

Midgar, Kahn 

Nam* 

Description 

Mug 

Attempt to steal and attack 
an enemy at same hme 

AP Needed 

Location 

40,000 

Midgar, Halm 

AP tor Master 

Status Change 

50,000 

Dexterity +2 


Throw \ 

Name 

Description 

Throw 

Throw unequipped weapon at 
cat enemy, weapon is lost 

AP Needed 

Location 

0 

Fori Condor, Rocket 7bwn 

Name 

Description 

Coin 

Attack opponents with Gil 

AP Needed 

Location 

45.000 

Fori Condon Rocket Tdtm 

AP for Master 

Status Change 

60,000 

Vitality + 1 


/ Deathblow \ 


Name 

Description 

D.blow 

Causes critical hit. fait- hit 
percentage 

AP Needed 

Location 

0 

Fort Condor. Rocket Tbwn, 

AP for Master 

Status Change 

40,000 

Luck + 1 


/ Manipulate \ 


Name 

Description 

Manipulate 

idke command of an 
enemy 

AP Needed 

Location 

0 

Fort Condor. Rocket Tbwn 

AP for Master 

Status Change 

40,000 

None 


/ Morph ~~\ 


Name 

Description 

Morph 

ffnemy transforms into an item if 

finished uiVA Morph attack 

AP Needed 

Location 

0 

Temple of Ancients 

AP for Master 

Status Change 

100.000 

None 


/ Enemy Skill \ 


Name 

Description 

E.Skiil 

A Hows player to use mon- 
ster's enemy skills 

AP Needed 

Location 

N/A 

Shinra HQ. Chocobo Sage, 

AP for Master 

Status Change 

None 

Mime 


Mime 


Name 

Description 

Mime 

Player copies iwrty's last 
action 

AP Needed 

Location 

0 

Wutai 

AP for Master 

Status Change 

100.000 

None 


/ Double Cut ^ 


Name 

Description 

2x-Cut 

Attacks one enemy twice 

AP Needed 

Location 

0 

Crashed Gelnika 

Name 

Description 

4x-Cut 

Attacks a group of enemies 
four mnes 

AP Needed 

Location 

100,000 

Crashed Getmka 

AP lor Master 

Status Change 

150,000 

Dexterity + Z 


/ Slash-All \ 


Name 

Description 

Slash-All 

Hits all enemies 

AP Needed 

Location 

0 

Ancient Forest 

N attic 

Description 

Flash 

Hits all enemies mth Death 

AP Needed 

Location 

130,000 

Ancient Forest 

AP lor Master 

Status Change 

150,000 

None 


/ W-Magic \ 

Name 

Description 

W~ Magic 

A lions player to cast fm> 
SfSetls per turn 

AP Needed 

Location 

0 

Crater 

AP tor Master 

Status Change 

250,000 

None 


/ W-Summon ^ 


Name 

Description 

W-Summ. 

Allows player to cast ftra 
summon spells per turn 

AP Needed 

Location 

0 

GoW Saucer (Hattie Arena) 

AP for Master 

Status Change 

250,000 

None 


/ W-Item \ 

Name 

Description 

W-Item 

Allows player to use two 
items per turn 

AP Needed 

Location 

0 

Midgar Subway 

AP lor Master 

Status Change 

250,000 

None 


Master Command \ 

Name 

Description 


Equips Steal Sense, CoinTbrow, 
Morph. Dhtmv, Manip, Mime 

AP Needed 

Location 

0 

Katin, Cosmo Canyon 

AP for Master 

status Change 
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MjYFJiKIA 


/ MP Turbo \ 

Lfifl 


Iflfl 


l^cvel l 

HfkUin f!W f/ (S» n* r 

-MAI K 16 * 

Al- vitdril 

ImhIm 

t> 

OWtP 

tmt 


Uvcl 2 

mowV h 1 

AT 

Uuwion 

10,000 


IfVrl 

Dm nplion ! 

Level 3 

(«Kf firwr r / ptdrttf 
!«OT|M Iff 

Ap.\4rd*d 

LrX*OOn 

30*000 

(Mn 

Ifmcl 

Utrcrtpdnn 

Level 4 

r-ir,*,' iy -*OX | 

APVraJrtl 

UXAlMfO 

60,000 

&*nr 

Uwl 

(ktCllpllM 

Level 5 

IWWII «■ *>-' fotVMV <* iMTUrW 
•nap- ty Ml 

Needed 

Nlfiosn 

120,000 

LWfr 

Mailer 

Vu^ji tlufijje 

N/A 

ft/A 


/Quadra Magic \ 



(nm-Tijiiion 

Level J 

■' hWI * linlfJ 

tAnr* (ih 

jUttefitf 

LetMlan 

0 

intet \w*vur4iv 

Ltr\*\ 

(MuflfHlcn 

Level 2 

f «" fAW qftHiiwiim£t( 

Ar»f«dcd 

UgdM 

40,000 

Attfeef MtoAldl CfffT 

Uwl 

QMOifffen 

Level 3 

rt^«rr* 

AP hffflfd 

f«KI(lill 

80,000 

t.tkMrt Unw Chihc 

U>M 


Ijevcl 4 

rtWw* ti-i) 

HP N«dr. 1 

tecuton 

120,000 

HaW JS«Ml fflwr 


OpKTtpCWCt 

Level 5 

rw 

AP herded 

j(>ir 

200,000 

<Kk*t UM<rU fmv 

Master 

Suitu f.hjrtjJe 

WA 

N/A 


Support (Blue) Materia 


/Sneak Attack \ 


ItilUl 

fltociSpiH>ri 

Level 1 

tf, AM ,Vi 

4f»f«**ded 

Iwtdfl 

0 

iV.,j,v>'.', toc4|£pri>e 

LC.fi 

DmrlpMa 

Level 2 

Ad) Am b* iifi,. toft-cne 
MtfJi hHA b ftirtll Attetfr 

Af ftiTileil 

ntnn 

20.000 

tliftH!*! n*!rt »9 [viz* 

Lnei 


Level 3 

. ' .V, hit Hi *> (It-i/V l/ Jw jiimniy 
■SViA- v.'i’h >d W4*vA »fhV.'i 

AP 

Lcuilim 

60.000 

Uflrato PJa&if pur 

level 

l>mtl|iii(iii 

Level 4 

A IIP Am A v'S (riTllTI\ , |wi|vntn]l 
Airri> ttirh .I jr urr.tr v 

AS* heeded 


100,000 


if.nl 

tlricnpimn 

Level 5 

,TAy ‘.Hi « i iVUf .V Wrvu^- 

kAVHAumtdh'i 

Ar^ietw 


150,000 

fA.^ flu mrj»w 


.Itjitut < 

N» T A 

$iih 


Steal As Well \ 

Uvrl 

Lrnwrfpdtsn 

Level l 

CJkmVOfV dfir^u ,V .'jvuIm *?*» 
«MipwRrMAT(lUupnd 

AthwdnJ 

towuon 

0 

lintr. jo, iiTn., i Mr fdf; 

IjtvtI 

bttcnpiiQA 

Level 2 

v; 4 

At" Nre-deit 

Imdiian 

200.000 

iildfol rL l u<>Vt'. Aw CV.VI 

Master 

Vji ur fMtijH 

fitfi 

MJA 
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Added Cut \ 

I L*VCl 

DtfiCxlptkiik 

Level \ 

fi.ii£u.V iijJ Hl'fA s. nu'^iil dd/ai* 
urtm ^Ttia-,1 .MrtfrtVrf fc uwJ 

AP 

Utflion 

0 

(Jurat tiTuriit' 

Level 

Oeialf^ion 

Level 2 

fltt* 

ap KecdeiJ 

LUl*[[£ni 

200,000 

Qwr QVWTft 

Master 

S'Miuj- Chsfljre 

M/A 

N/A 
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/ Elemental \ 


(evel 


Level ! 

■IlHi iitma* Jh jJfta.l: i* 

AP Needed 

rGCilAll 

0 

£ftfrn#Ag r ,<rtt AfiW 

Uwi 


Level 2 

■■till fui-rtl cinietf <Q uta 1 it I 

AY ^devl 

Laurten 

10,000 

^fmijhTQ, Mr MV(I 

L*Wl 

LtatciijiiiiJEL 

Level 3 

AJii -vii-iil i-Vviu-tf fci Jiifcor 1 

tfr/mir plrf, iltvtTbll 

AP fiv*! ilefi 

l^e,«iiif* 

40,000 

jaii vraHt^vx ntal 

Lewi 

Dficnplwn 

Level 4 

MM 

AT Needed 

(GWlkin 

80,000 

SlUmlia Wfrf 


SiitM* Vhfliljtti 

N/A 

M/A 


I Final Attack \ 


tjavrl 

iPniMpiiim 

Level 1 

■p.'+ksrtl ftdwwmtee tjhd 

ftTKII lilTA paW Ul Drift iVj; 

AP Nritshul 

1 ! 

Uttattovt 

0 

fttffk ,4 nYil SfWi&l Pritf 

uo:. 

I>S*ci1pLfc>tl 

Level 2 

1 rArtTV'rf nYfa™ dfcit 

vlrft jitiPAf *vrn wtZi 

AP Ntttdrtl 

UWMfen 

20,000 

FfejfrA - dmM SpiWfal Pf\a 

i **t\ 

Ehtcnpckifi 

Level 3 

Siwiifltf ( rumnifr p pngVin ifnii 
iirJiww iif/h fdiml lAilnv ft tl 

AT needed 

Location 

40,000 

ilojfifr Anrnfl J*rfK 

tPrtl 


Level 4 

£Vt4WrtT (&1MVIW j/fotfl 

iitVin hM pnmJ .WaYrUifl 

AP VredfU 

tiiGj*ik>n 

80,000 

Aflttt .'1 W'l jpfrfnl PHw 

tnel 

DfKiTlKlon 

Level 5 

Owned [itttwfrt- ju^/amr 
n-^lrt;® u&li IWwWjiSI 

needed 


160,000 

JfcifitV ,4ncua Spctiat /Mh 


Stntkii ClM^Upe 

NM 

ftp'A 






Materia 





/ Added Effect \ 


twl 


Level l 

AM IWUl iJhOa^iUM 

1 iiwfwr<flH»»<piu^#w 

ap ttwteci 

LoatkHi 

0 


L^wst 

fiteKfipncn 

Level 2 

V<A 

AF VnJciJ 

LrctU>n 

100,000 

GtCm** 

Muster 

Slttu* r/iin(c 

rv'A 

N/A 


[ Ma^CtountS 7 ^ 

Ln ti 1 

fCMKflptton 

Level I 

>tli X* l AWvf ^^Kr/WWi^O 

AP .%f<M 


0 


U'M't 

BvKriptJgri 

Level 2 

AP> Aii *>* f/Wuy*/jid/rt r '"jr^ it 

A? 

tKMiM 

40,000 

^^umjirur; 

L*l*l 

(V«|ipiCfl 

Level 3 

A ^ pn^jiRS^ 4 

APA^^ed 

toc-»Wr» 

BO. 000 

MJ StaiLvr ff triat/ 

uvei 

V*tte.tiptton 

Level 4 

M» w>A tMfit f v /j)iWn>i^ if 

AP AXdfeJ 

t, option 

160.000 

GaM SaiiT 1 f/tfia/ 

LffVPl 

OdWrlption 

Level S 

A F[r ufuim pn^i'jw ft (wsipitiwvi>|i 

Af 

lArjiiCrn 

300,000 

CeU&urifT 


Mm hi Oungi* 

M/A 

M/A 


Counter \ 


1ft**! 


Level l 

iV* ^ f ^wu^tji JWT>(| 

iriFA iwnWtl funntetf 

AF toredr* 


0 

CMftr 



Level 2 

irtrt iimnf 

AF ScrOed 

1/^tCrPf! 

40,000 

C>lIt*T 

Lrv*t 


Level 3 

.-.WW *•/ fr.vjw^r+l-Vf rtK^y 
>iC[A FitPed (pOMMitf 

W Nrt-Ji i.1 


80,000 

Cm#*v 

Lrvvt 


Level 4 

p&% tSxtfv* if *w«nr^ 

■rithfUWV<f H tPIli 

Al" 

Lc«Jik»n 

1 20,000 

Craft* 

Lml 

t>$»CTlptlCPl' 

Level S 

iWt itaHf *f ™nn^ 

uftA pwArrtJ &iPi.™nE 

AF Vf*dM 


200.000 

tMfr 



N/A 

N/A 




/ MP Absorb \ 

LftVftl 

Ehftvs'rt^^n 

Lewi 1 

tu-«r ntw N J'Mf f/ 4iv^r 
ipfw? try jwi’npd .tAUrfrta da MP 

AF Nw^J*ti 

IflCtllM 

0 

WUNf 

iMXXl 

PfKilpEWt 

Level 2 

Art* tyfe*-** f-W Af 4*'%**- 

pai-jVuT h iifimf Wiiim.i Oi MP 

Ar 


0 

wumi 

Master 

$Wt4 Ouip^t 

100,000 

N/A 





Independent / chocobo Lure \ 


(Purple) Materia 

/ fnvpr \ 

Level 

AH Needed 

Level 1 

0 

Uesdlpikm 



Allows you wffnd chotxtfws 

Lewi 

AH N«-did 


Level i 

0 


Level 

AH K«ried 




Level 2 

3000 

Character protect* rrtzptritvi|VT$ 0 / the rfm/ 1 


Description 

Ltwi 

AH deeded 


AiknesyifU to ft ml ChO£Qb66 faster 

Level 2 

2000 


Uvel 

AH Needed 

tlewfipf toil 



Level 3 

10.000 

Character prate rrj; t tirjitstiyjites 40% of the time 8 


DetcnptJoii 

Lml 

AH Needed 


A ibmt >yk^ to find Choco&os even faster 

Level 3 

10.000 


Level 

AT vecd«t 




Level 4 

30,000 

Cli^iTixtcr itommiifw of the frifM 


DncHptkin 


Uvtl 

A|» Ni'cdfd 


The fastest ui^y toJbvS C>i£cvtw$ 

Level 4 

25,000 


SUlut CIlArtftl 

Location 

□fitrlptitiEi 



Luck + 1 

Chocobo Ranch 

Character protects ftwrttmates qftftc n>»nf 



LfwI 

at Needed 

/ HP Plus \ 

Level 5 

40,000 


Level 

AH P3*wlfKJ 



Level l 

0 

CVu.mtffi'r ptfl&fiPCfs fntPRirjufii'i H3?>S of iht time 


Description 


Status change 

Loc^lou 


.ttfrt.M'miDn HP fmraiAirsj by 10% 

Vitality + 1 

Wiill Maihet> Sector 5 Slums 


Level 

AH Needed 




Level 2 

10,000 




Description 

/ Enemy Away \ 

Maximum tIP tinremtex by 20 St 



Li frvel 

A P Needed 

UViil 

AH Meeded 


Level L 

0 

Level 3 

20,000 

Ckttil|tiioii 



Description 

iVvvmses t’Hfif o - dntyunter raft? 


Almfmim hp increases by* 30% 


UiVtl 

AH Needed 


tJrvrl 

AH Needed 

Level 2 

8000 


Level 4 

30,000 

Dnciip!j<in 



Dncrlptlntl 

Deerestte energy cmratnf er rale tnanr 


Vfa.trtmtm HP incretwct by 40% 

Inv*! 

AH Needed 


Level 

Af 

Level 3 

50.000 


Level 5 

50.000 

DMQlptiOn 


Description 

ftWl 


.lloxinzion HP /iiffmws by 5Q% 


Chirac 

Legation 


S-tariii Choree 

Ijw^yan 

J 

Luck + 1 

Chocobo Races 


None 

CtAn? Co'fkw Uv&rijiiwn 


3R1A 





Long Range \ 


IfWl 

Al* Needed 

Level I 

0 

OnMipItoti 

AtemwpSnr*' iff OTUKk /rum ftxvi with ir r.V*V' frPl^pf UttqpOT 

Lent 

At H* ede«t 

Level 2 

so.ooo 

£XpjCftpliD#l 

X'A 

SUlut Cl4J^f 

1 IK WIWl 

None 

M vtinH wine 


— — z \ 

Underwater \ 


Uvel 

Al* NMdfd 

Level 1 

0 

rv iJ. npjinn 

.Vu 20 minute rime limit whttnfuftotiritf Lmcntirt WFAPOSt 

iUlw ChjITJfr 

UXJtK# 

None 

Kalm 



I Luck Plus ~^\ 


[yvel 

Al f N#»ded 

Level 1 

o 

DeKn^im 

trrcreaStx i nftr fry !Q >£> 

lent 

| Air 

Level 2 

15,000 

UeicfipUcm 

rncmiKi* fjtcft In 20% 

Unet 

I Al' H«ded 

Level 3 

30,000 


Inmurn Luck Jy 

l4V»( 

Al 1 h<4u)cri 

Ijcvel 4 

60,000 

Ocm: rt[kt»n 

McnMM 

Lite k l&t 40 % 


*r needed 

Level 5 

100,000 

LMjtcrtpeion 

ItKr&usufs 

Utf k bv 50% 

ttma f frAtuge 

bxj(»rt 

None 

Temple of the Ancients 


Gil Plus 


1 


Level 

Ay N eiM 

Level 1 

0 

PntrtpciM 


Hflxfj 1 JJUfiW m iO'A IHfl/V Oil after buttle 

lend 

Ay i 

Level 2 

80,000 

iXfLtlptian 


Purty iptifts too% more Oil after famt* 

Level 

| Ap Needed 

Level 3 

150.000 

DvK-flpttoa 



XtA 

Slillut < ft.«ni{c 

tonddA 


Luck *■ l 


Wonder Square 








/ Magic Plus ~\ 



i\F 

Level l 

0 

O^KTipflOfl 

ftocnm*** Wflgic br JO'S 


AF N*44*d 

Level 2 

10.000 

Description 

rnctWrW^-f 

Magic by 20% 


AP N+^itrd 

Level 3 

20+Q0Q 

Dcs-rrifXLort 

Asrmli^S 

Magic by 

Level 

«W Heeded 

Level 4 

30+000 

Qwcriptltm 

Intrea&rx Magic 2y 40 T. 



Ltwl 

ap Netted 

Level 5 

50+000 

ptfCrfpdlan 

itlcmKSH 

Moffic by 50^ 

514TW4 Change 

I /Kali dpi 

None 

AndertE city 




r — — — | \ 

EXP Pius \ 


UJv^l 

AP Heeded 

Level 1 

0 

Description 

Farcy gains ‘iOK, : 

1 

~ 

a 

I 

! 

Uvel 

Ap Needed 

Level 2 

60+000 

. I^ll'llpliotl 

! 

t 

5 

i 

* 

mqnf EXl*/'tOtn Iwnfe 

ijtwi 

A P Kwled 

Level 3 

150+000 

Description 


WA 

SUlvwdMflJtt 

Lociitlon 

Luck + J 

Wander Square 




/ Enemy Lure \ 


level 

AP Nf 20*1 

Level 1 

0 

DctcfipHon 

Jmrsnefjifa cna^y memAVer ruie 

Lewi 

AP Heeded 

Level 2 

8000 

DnalpVi&n 

fnirettsfea rt' 

\t<mni*rr iw even monf 

Level 

AP Heeded 

Level 3 

50,000 

description 

N/A 

Stiiiut Change 

Km 

Luck 4* 1 

Gold Saucer (win as a prize) 
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I Counter AttaclT\ 


LjmwI 

AP 

Level 1 

0 

QMOtpdM 

V 

I 

t 

& 20% of the nnt" wAm mi-xMl 


AP ft^dni 

Level 2 

10.000 

OflKriptloii 

tcpiippod rtmfer retaliates, 40% of she time at 

| *r t%€e4ea 

Level 3 ] 20.000 


I 

I 

«■ 

> 60% (f the time irJim attacke*! 

|i?ve* 

AP Ncotlcd 

Level 4 

50*000 

EX-ieilpti<w i 

&fittppc4 (htoctcfcc retahtife 

* SO% tf the ttme uihm attacked 

tjrvrl 

AP *trrO*a 

Level 5 

loo.ooo 


Equipped chit meter rrAiUnir 

i tCO% cf the time ufim att&chni 

StJtU* Clung* 

looiUon 

None 

UU. Nibcl* Cltooobo Racing 


r ~ — 1 

HP < - > MP \ 


Uvit 

Af 

Level 1 

0 

Dtuiiftkn 

| 

1 

* HP umf A1 P 

U“**l 

AP 

Level 2 

80*000 

U«iCM|iilno 


NJa 

Stiuiiflun^f 

tuirtna 

None 

ml Corel Mat« ri,i Cave 


Pre-Emptive 


ILnrv^l 

AP 

Level 1 

0 

Oflurnptltift 

Mrmw ehzmc* of pee em pti\e «Mek 

Uvfl 

\P K**4fd 

Level 2 

8000 

PMcrtftlga 

tncvcfisv chance of pre-emptive attach hy S*\ 

l#wl 

AP NfffliO 

Level 3 

20*000 

Dwri^tkm 

fmrmi.se chance of pr 

e CYnptiic attack by 10% 

tiwl 

AP fUtfiUrf 

Level 4 

40*000 

Onmptnn 

tocmaze chance vf j?> 

attiK ft by 15% 

kwcl 

AP 

LeveL 5 

80,000 

[>ranpuan 

Increase chance of pr 

■e-emptivt attack ty 20% 

Suiiu trhangc 

l^Ciidu i* 

Speed +2 

Battle Arena 

/ Mega All \ 

LnrI 

Af N**4M) 

Level 1 

0 

Dttalpifon 

AiJ spell* dnd ttrtiM 

rtt£i effect dll enemies (Si) 

lenift 

AP MMitad 

Level 2 

10*000 

CKHrli^lcO 

AH spefls and comma 

nett effect all enemies (x21 

Uwt 

ap s*#a*d 

Level 3 

50*000 

□ewfipt+on 

Al l xpelte tavl comma 

ruit effect all enemies t xJ) 

Uvel 

sir yeona 

Level 4 

80,000 

Oucrtplka 

All xpeTt* emtj (vminfl 

>uts effect aR fx4j 

\*+*\ 

AV Kee&e a 

Level 5 

160,000 



Atl speiLf drttl OOrtli+vmdb effect u 11 eremite* (*£} 


StiEii* Chang* 


None 


Crater 
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Summon (Red) Materia 


Choco/Mog 


Status Chg. 

Mag k i U Maxi IP *2%; 
MfcxMP +2% 



Level 

AP Needed 

Description 

Level 1 

0 

Summons Choco/Mog (xl> 

Level 2 

2000 

Summons Choco/Mog <x2) 

Level 3 

14.000 

Summons Choco/Mog (x3) 

Level 4 

25.000 

Summons Choco/Mog (x4) 

Level S 

35.000 

Summons Choco/Mog (x5) 

Note: 

Efememaf Wmd, am 

cause Stop 

Location: 

Choco£>o firmc/i 



I frit 


Status Chg. 

Magic + I ; MaxHP ^ 2%; 
MaxMP + 2% 



Level 

AP Needed 

Description 

Level 1 

0 

Summons Ifrit (xl) 

Level 2 

10.000 

Summons Ifrit (x2) 

Level 3 

20,000 

Summons Ifrit (x3) 

Level 4 

35,000 

Summons Ifrit (x4) 

Level 5 

60,000 

Summons Ifrit <x5) 

Note: 

Elemental Fire 


Location: 

Jenova-RIRTH 


Shiva 


Status Chg. 

Magic 4 n Mas HP f 2%: 
MaxMP -2% 


Level 

AP Needed: 

Description 

Level l 

D 

Summons Shiva (x 1 ) 

Level 2 

4000 

Summons Shiva (x2) 

Level 5 

15,000 

Summons Shiva (xl) 

Level 4 

30.000 

Summons Shiva (x4) 

Level 5 

50,000 

Summons Shiva (x5) 

Note: 




Elemental ice 



Location: 



Junon 





Ramuh 


Status Chg. 

Magic - V. MaxHP +2%; 
MaxftlP -2% 


W: 


Level 

AP Needed 

Description 

Level i 

0 

Summons Ramuh (xl) 

Level 2 

10,000 

Summons Ramuh (x2) 

Level 3 

25,000 

Summons Ramuh (x3) 

Level 4 

50,000 

Summons Ramuh (x4) 

Level 5 

70,000 

Summons Ramuh <x5j 

Note: 



Elemen ta l Ugh tn ing 


Location: 
Corel Prison 
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M/VTERJA 




1 

Level 

1 

AP Needed 


Level 1 

0 

Summons Titan <xl) 


Level 2 

15.000 

Summons Titan <x2) 


Level 3 

10,000 

Summons Titan (x3) 


Level 4 

60.000 

Summons Titan (x4) 


Level 5 

80.000 

Summons Titan (x5) 


Note: 

Elemental Earth 

Location: 

Gongaga 


Titan 


Status Chg, 

Magic * u M.ixHP +2%; 
MaxMP +2 


Leviathan 


Status Chg. 

Magic + J: Mdef + 1: MaxHP 
+5%; Max IMP + 5% 






Level 

AP Needed 

Description 

Level 1 

0 

Summons Leviathan (Xl) 

Level 2 

18.000 

Summons Leviathan (x2) 

Level 3 

58,000 

Summons Leviathan (x3J 

Level 4 

70.000 

Summons Leviathan (\4) 

Level 5 

100,000 

Summons Leviathan (X5) 

Note: 

Elemental Water 


Location: 


Pagoda of the Five Gods 


Odin 

Status Chg. 

Magic + 1 : Mdef + l ; MaxHF 

1 5%: MkMP + 5% 



Kjata 


Status Chg. 

Magic r f U, Mdef - MaxHP 
+ 5%; MaxMP + 5 


Location: 
Steeping Forest 


i 

i 

Level 

AP Needed 

Description 

Level i 

0 

Summons Odin (x 1) 

Level 2 

16.000 

Summons Odin (*2) 

Level 3 

32.000 

Summons Odin (x3| 

Level 4 

65,000 

Summons Odin (x4) 

_ __ — 

Level 5 

80.000 

Summons Odin (x5) 

Note: 

Location: 


Shinra Mansion 



Level 

AP Needed 

Description 

Level 1 

0 

Summons Kjata <x l> 

Level 2 

22+000 

Summons Kjata <x2) 

Level 3 

60.000 

Summons Kjata <x5) 

Level 4 

90.000 

Summons Kjata (x4) 

Level 5 

140,000 

Summons Kjata (x5) 

Note: 

Elemental All 
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Bahamut 


Status Chg. 

Magic + 1; MDc i + l; IMaxHP 
+ 5%;MaxMP +5 



Level AP Needed Description 


Level 1 


Summons Bahamut (xl) 


Level 2 


20.000 


Summons Bahamut (x2) 


Level 3 


50,000 


Summons Bahamut (x3) 


Level 4 


80*000 


Summons Bahamut (x4) 


Level 5 


120,000 


Summons Bahamut (x5) 


Note: 


Location: 

7frmpfe of the Ancients 


Neo 

Bahamut 


Status Chg. 

Magic 4 2: Mdef + 2: Mas HP 
4 10 %: mxMB + 10 % 



Level 

AP Needed 

Description 

Level l 

0 

Summons Neo Bahamut (xl) 

Level 2 

30,000 

Summons Neo Bahamut <x2} 

Level 3 

60(000 

Summons Neo Bahamut (x3| 

Level 4 

140,000 

Summons Neo BahamuL (x4) 

Level 5 

200,000 

Summons Neo Bahamut; (x5) 

Note: ' 

Location: 


Crater 




-mmmm 
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Matekja 


Alexander 

Level i 


Status Chg. 

Magic 4J;,Mdef + 1;MaxHP 
+ 5%; MastMP -5% 



Level 

AP Needed 

Description 

Summons 

0 

Alexander (xl) 

Level 2 

25,000 

Summons Alexander (x2) 

Level 3 

65,000 

Summons Alexander (x3) 

Level 4 

100,000 

Summons Alexander (x4) 

Level 5 

150,000 

Summons Alexander (x5) 

Note: 

Elemental Holy 


Location: 


Gaea's Cliff 



Phoenix 


Status Chg. 

Magic 4 2: Mdef 4 2; MaxHP 
4 10%: MaxMP i0% 



Level 

AP Needed 

Description 

Level 1 

0 

Summons Phoenix (xl) 

Level 2 

28,000 

Summons Phoenix (x2) 

Level 3 

70,000 

Summons Phoenix (x3) 

Level 4 

120,000 

Summons Phoenix (x4) 

Level 5 

180,000 

Summons Phoenix (x5) 

Note: 



Elemental Fire 


Location: 

Fort Condor 


Hades 


Level 


Status Chg. 

Magic +4: MDcf +4; MaxltP 
+ 10%: MaxMP + !S% 



IjCVgI 

AP Needed 

Description 

Summons 

o 

Hades <xl) 

Level 2 

35,000 

Summons Hades (x2) 

Level 3 

120,000 

Summons Hades (x3) 

Level 4 

150,000 

Summons Hades (x4) 

Level 5 

250,000 

Summons Hades £x5) 

Note: 

Location: 



Crashed Getnika 




level i 


Typoon 


Status Chg. 

Magic 44: Mtlef + 4; MaxHP 
+ 10%: Stomp + 15% 


Bahamut 
ZERO 


Status Chg. 

VLigic * 4: Mdcf * 4; MaxHP 
+ 10%; MaxMP * rS 



Level AP Needed Description 


Level 1 


Summons Bahamui ZERO (xlj 


Level 2 


15.000 


Summons Batumi ut ZERO (x2) 


Level 3 


120,000 


Summons Bahamut ZERO (\3) 


Lew! 4 


150,000 


Summons: Bahamut ZERO (*4) 


Level 5 


250,000 


Summons Batumi it ZERO (a 5) 


Note: 


Location: 

Cosmo Canyon (Huge Materia) 



Level 

AP Needed 

Description 

Summons 

0 

Typoon (xl) 

Level 2 

35,000 

Summons Typoon (x2) 

Level 3 

120,000 

Summons Typoon (x3) 

Level 4 

150,000 

Summons Typoon (x4) 

Level 5 

250.000 

Summons Typoon (x5> 

Note: 



Elemental Wind 


Location: 
/Indent Forest 


Kni 


hts of the 
ound 


Status Chg. 

Ma$c + 8; Mdef + S: MaxHP 
+ 10%: MaxMP + 20 


Level AP Needed Description 


Land I 


UwJ 2 


50.000 




200,000 


Lsvd 4 


300.000 


Le«H5 


500.000 


Note: 



Summons Krdghiv of the Round fttl) 


Summons Knights of Lhc Round (x2) 


Summons Knights of die Round (xl) 


Summons Knlgliis of the Round <x4} 


Summons Kn^N* of the ftound fx5) 


Location: 

Knight's Island Materia Cave 
(Gold Chocobo Only) 
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Enemy Skills 


With the "Enemy Skill" Materia equipped, you can learn some enemy skills from certain 
creatures when they attack the character who has the Materia equipped. 

Frog Song 

Learn From 

Description 

Touch Me,Toxie Frog 

Casts Toad and Sleep cl on target; or will cure one target of 
Toad effect 

Location: Gongaga (Touch Me),Tcmpte of Ancients (Toxic Frog) 

Level 4 Suicide 

Learn From 

Description 

Mu 

Casts Death Sentence on all targets 


Location: Chocobo Ranch 


Magic Hammer 

Learn From 

Description 

Razor Weeds 

Absorbs up to 100 MP from one target 

LocationtWutai 

NOTE: Must manipulate creature. 


White Wind 


Learn From 

Description 

Zemzelett, Wind Wing (Crater) 

Restores amount of HP to each ally equal to the caster’ 
current HP. 

Location: Junon (Zemzelett) 

NOTE: Must manipulate creature* 

Big Guard 

Learn From 

Description 

Reach Plug 

Casts Wall and Haste on all targets 

Location: Corel Reach 

NOTE: Must manipulate creature* 

Angel Whisper 

Learn From 

Description 

PoUensaita 

Full cure, refills HP, and cures all negative status effects 

Location: Crater 

NOTE: Must manipulate creature 
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Enemy Skills 


Dragon Force 


Learn From 

Description 

Dragon, Dark Dragon 

One character's defense and magical defense increased 
by S0% 

Location; Battle Arena, 
Crater (Dark Dragon) 

NOTE: Must manipulate creature 

Death Force 

Learn From 

Description 

Adamantaimai 

Casts Death Sentence on one enemy and kills it instantly 

Location :Wutai, Beaches 

NOTE: Must manipulate enemy 

Flame Thrower 

Learn From 

Description 

Ark Dragon, Dragon 

Causes f*re damage to one enemy 

Location; Mythril Mine 

Laser 

Learn From 

Description 

Death Claw, Dark Dragon 

Cuts enemy’s HP in half 

Location: Corel Prison (Death Claw), 

Crater (Dark Dragon) ■ — 

Matra Magic 

Learn From 

Description 

Custom Sweeper, Bull Motor 

Physical attack against all enemies 

Location: Midgar (Custom Sweeper), 
Corel Prison (Bull Motor) 

Bad Breath 

Learn From 

Description 

MaJboro 

Casts Poison, Sleepel, Mini, Frog and Confuse on 
all enemies 

Location: Gaea's Cliff and Crater 
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Beta 


Learn From Description 


Midgar Zolom 

Causes fire damage to ail enemies 

Location: Mythril Swamp 

Aqualung 

Learn From 

Description 

Harpy, Jenova-LI F E 

Causes water damage to all enemies 


Location: Gold Saucer Desert (Harpy), 
City of Ancients (Jenova-LIFE) 


Trine 

Learn From 

Description 

Stilva Godo 

Causes lightning damage to all enemies 

Location: Gaea's Cliff (Stilva), 
Godo (Pagoda of Five Gods) 



Magic Breath 


Learn From 

Description 

Stilva Parasite 

Causes fire, ice, and lightning damage to all enemies 


Location; Gaea's Cliff (Stilva), 
Crater (Parasite) 


???? 
Learn From 

Description 

King Behemoth, jersey 

Causes damage to one enemy equal to difference between 
the caster's current HP and his/her Max HP minus the cast- 
er's current HP 


Location: Midgar Sector 8 (Behemoth), 
Shinra Mansion (Jersey) 


Goblin Punch 

Learn From 

Description 


Goblin 

Strong physical attack against one enemy 


Location: Goblin Island 
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Enemy Skills 


Chocobuckle 


Learn From Description 


Level 16 Chocobo 

Damage equals the number of times you’ve run from 
battle 

Location: Chocobo Ranch 

Level 5 Death 

Lea bn From 

Description 

Parasite 

Instantly kills all enemies whose level Is a multiple of 5 

Location: Crater 

Death Sentence 

Learn From 

Description 

Gi Specter, Sneaky Step 

Target must finish the battle in 10 seconds or die 

Location: Gr Cave 

Death Roulette 

Learn From 

Description 

Ocath Dealer 

Randomly kills one participant in battle 

Location: Crater 

Shadow Flare 

Learn From 

Description 

Ultimate WEAPON, Zombie Dragon 

Inflicts heavy damage against one enemy 

Location: Multiple (Ultimate WEAPON), 
Zombie Dragon (Crater) 

Pandora’s Box 

Learn From 

Description 

Zombie Dragon 

Inflicts heavy damage to all enemies 

Location: Crater 
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"if, | fer T~:.» I a I ;«rt 1 eh. | i.jM vt 

~lX | rv ' ^ p~pr." j st |tl¥i| fin I'l-ij 


Dragon 

Rider 


Area— yvs&twlmJ Mut 




MOKftl SlEAL 
Minis Hl- 
soima KHKi/i 


Pi. ilirillfl'i !<• 
IH'pi'l 


LVL 

35 

UP 

3500 

IjE 

130 

l 

1000 


KtO 


V N-: n ii 


"• 

Worm 

f N«m 

X 

Worm 

X 

Woirn 

G 

Worn 


Kora 

« 

Nora 


I iSTTeTi fiiH 


1 f... I sn, I it n» I 


D eenglow Morph Steal Amw 

NM LlHLft 


Area— Into Gnwjyrtf 



JK 

10 


120 

| 

72 

:;vr 

35 

G/I 

70 


i 

Naim 

© 

Abtb 

t Warm 

X 

Villa 

X 

Worm 

0 

Vulri 

% 

Vuln 


on ui 


, pin ,h | -' i ;j - 

:< I It j IW I Ii* |~it 


I Ef | 


Devil Ride Shai 


tit- HI* 
PCTICSf TOHtlfl 


Attacks 


Area— Hl^tr 



LVL 

13 

HP 

240 

\:r 

O 

fiXl* 

50 

QL 

100 



N<j«n» 


N^tm 

r Worm 

X 

Ncrj« 

X 

Nflrm 

□ 

Nnrrn 

St 

Nflrm 

@ 

Nnrm 


DOtRy Pace morph Siw Attacks 

HI, IF PCUfl ° wt ™ 1 * 



Dragon 
Zombie 

EtuaySi&L- rentalfe b:i 
Area— Tta C.-iwr 


MOWII STEAL 
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Area— Te-j C'ltff 


VC 




■^prprrEnjiM^ 

| 1 /„■ 

m J if J « | | j* | u 


Demons 

Gate 


Mctw*n 

*/a 


Sitai Attacks 

K/jy nwinwcMk 


Arta — ( ^qqqq 


m# i 
f* if 


> 320 


& 

Hflrm 

f Efouii 

X 

□ ir>S W 

X 

VUfl 

a 

Vuin 

=t 

Korn 

3 

Ntrntr 




Diablo 


Mown St Mi, AttmTS 

H f A H/fl !*“■*** 1 "* 



Dragon 


VIoiuti Steal 
urn gold 



Dual Horn 


Area- fc-.r.i k 


Wkutivi Steal Attack* 

N/R PEPsO *•■**■* t"U 
HUT 
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Flap beat 


St mi Atikivc 

TH lft «-**i**un 
mm ®mn 


Flower 

Prong 


MOMn $TLAL A 1 T V h> 

vj* rtA M 


Formula 


Mo*t« Siiai ArfAOd 
SI'UO BOOMOWfQ SnBlt^vii 


Frozen Nail M 01171 Sn.m 


Gagighancli Momt s»« 

aemloy twi 0i * ht “ rt 


Epilortis 


Afti« v-tffen Iter* 


** \ U*J i*i 1 *- I 3n p-^Tgpj 
>»■ [ \ ' •-~ ij~:i |Vj'. i I i [T“j 


Dyne 


Mfiftrit Stcal Attack* 
fVa rf/rt 


MP 20 


W 600 


750 

55 


Uo*m 

U'a 


Smi Arrvhv 

j[|, 1ln> 

POTION 


■ T 4 

?ao 

.M' 34 

ft'’ 64 

■ ■ uo 

M 1 


Stim, Attacks 
xj\ Yli/Ma 
BfiAtfLU 


Al/I 36 
iff' 1&D0 


I •tv ] if 1 [ j.h p^'nii ; 

[i^ hT| ** f ai | it J Ht»| ai j iti ] 


Evil head wml#>i Smt ai ?*cks 

nf X m 


A fra — Chui'x C 10 


Garuda 


MOJtFH 

Ml* 


SrtAL 

uf* 


Ait\cm 

1*1 1 kl 1 1 u 


Gas Dueler We*m 5-r*i Aiimm 

H'A fl/A 


■i'^. 520 

30 


i - 23 


MP 90 


EXr 950 


G!l 1500 


AF 70 


M OUT! I $TI.U Attack* 
nl* vj* fmiftufa* 


iVL 43 
■ ■■ 2000 
’.if £00 
f-XP 800 
ML 2500 


Aim- lu c.’j.;p fuiw- 


!l'! £9 

Hi’ 14 W 


i:\v 520 


Eagle Gun Moafh Steal Aiucms 

k/a wmm 


A rra— i*i] “tkWi 


HP 17,000 


Elena 


Alra— 


Aft' 50 


2000 
GW. 3600 


AW 90 


6?i. 7000 


Mowii Stial A(DCKS 
Nyi* nimenvd 
(MAGUET 


LW 53 
HP 30.000 


Mr 100 
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LV1 

T>* ffluiii:fr'< Ititfl 

HP 

Humcrr 1 Hr Met k*el 


koniteri Hsfy: hriM (cvtl 

EXP 

Espufence points- guifed 

CM, 

Gd ironed for debasing mcctiUr 

AP 

Fi'pereii ft 


if 

Mti 

KtitfA 

\otntal 

Srp 

swp 



Efc! 

Dnubk EfteU 

6t>. 

fofSC* 



rot 

tnu4ren£fe 

hn. 

^BTiSflO 

1 

UgtiimnJ 


Afa*oAi 

Par 

TJurUysiS 

.A 

£uth 

Dsr^ 

Cu!| 

5tn 

Stent 

X 

muon 


In litOf 

ss 

SfuwK'slcnp 

G 

fetriry 


5ie«|t 

Kan 

Haoipi^ne 

te 

V^im 

ftcl 

Itaurti 

Dili 

[kith 

a- 

Ai-rJ 

Ten 

CarTuiifiii 

trap 

CmpMolbit :s 

t 

Ho!} 

SCI 

SCense 


[|^i 



Sh* 

SCcw 

,Etj r 4 rtfp-nt mfloswr 



DA 

DiiteiCii 

|Ltfi(W toelfol Crt 



Xfitl 

tru^erm 


pionjtfr 


Ghost 


Morph SitiAi A mots 

HfA GHOST l * r ft *' h 
HAND 



Gi Spec tor moimi Stlai, Attacks 
f<M nj a 


ATtii“ CVW ftf [K- f .1 


«■ 

m 


e ;.v. 

?3 

HP 

4&0 

MP 

86 

EXP 

260 

~f t 

160 


V 

DIM ill 

* 

Mni-fii 

* Nunn 


Moem 

X 

Murid 

a 

Noun 


Korin 


Mom 




Goda 



Grand Horn Moum s™ 

m- n'a 


ATTACKS 
tni bnj 


ilJFJ- R*iaprt &po&l $0 


I 


* ' 9 ¥/ 


i.W, 

10 

up 

m 

Mi' 

43 

IxF 

180 

CM. 

240 


4 

Noim 

$ 

Momi 

# N^im 

A 

Moira 

* 

Non* 

' O 

Non* 

Tfe 

■Nq«n_ 

9 

K:U;Tj 


f Npipi 


-> j ;p~T :m I si 1 1~ 
T«j^i'f In j <i > [ *5~ 


M* I ZnlU? 


Ghost Ship 


Area— Water Tunnel 


Mocvrii SviiM Attacks 
Quite 


PKfOJilX <*m**~rn* 
HOOK OOVfM “ 



LVL 

44 

HP 

6600 

I AfP 

100 

rVXP 

1600 

OT. 

2000 


av so 


nwr^ 1 <*. 1 »ih.h- t 1^1 us 

| *;»|>* I i^l r» 1 » k*j» hr 


Gighee 


Area— Th* (rarer 


Mown Sfeai Attacks 

m aiXM 



WL 

34 

HP 

6600 

I MP 

100 

1 EXP 

700 

1 t»/Z. 

600 


•V 60 


♦ 

Norm 

♦ 

Norm 


Nurm 

A 

Norm 


Norn 

a 

Maim 


Maim 

& 

Uarm 


rf | TT"4’ f 1 i*t i Vi I 5 * I in [r^j ip 

U.U>U h >. | » 


Golem 


Area— C^ifiTft earners 



Grangalan 


Aita- emu INfi tof 


Mokph Stsac- Attacks 

M/A tt/A ,Jrtim H' 




j 

Morm 

Norm 

HP 550 

y.p m 

jk 

rnvul 


K 

(ii-m 

exp m 

G 

iit'iul 

GiL 220 

5K 

tdvul 

j a ia 

© 

Nurui 


AP tO 


nreisrerei 
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Ghirofelgo 


Ar?i — Si-.'.n ^Liuea 


X* ' - 


Morfh Steal 

m/a m/a 


AP 44 


Sid 

* 

Mcmt 

© 

Ncrm 

T Norm 

j. 

Invul 

X 

Nnmi 

a 

our tir 

a 

Maim 

£ 

Horn 


~ Jg p | IM 1 t-»i [ U I U+ T~YmJ- I'ibj 

| in [ f«. j Pw [ fti J II |n m I IP | l-T 


Gi Wattak 


HOWH Sit At Attacks 

n/A M/a i***a#mi 



Goblin 

EwjT^ Skit- ftttfcl P-_m;h 
Area— Mi btand 


MOKP H STEAL 



Gorki 


Morph Stitai. Attack-. 
Hfk HfA 



Grangalan 

J r - 

Area— Gmu Qtl &( 


Steal attacks 

6^* Atf «►* 



LVL 

16 

HP 

330 

MP 

4(1 

f.XP 

77 

OIL 

110 


4 

Kora 

(fc Kurni 

f Norm 

A 

l-'rml 

X 

Nnrm 

a 

(mut 


Itntil 


Norm 














Grimduard $ieal A mens 

h/A 


Arc J-— ■ Cirril Villvj. 

w 



V 

Nunn 

$ 

limit 

* fcfflflll 


Norm 

X 

Norm 

C 

Ndnr 

% 

Nana 

© 

rterro 




Guard 

Hound 


Morph Steai Attacks 

ftfi K J k ei * 




3 

HP 

47 

1 Wr> 

0 

1 £,VP 

20 

1 GiL 

12 


9 

Worm 

* fteira 

A 

Wont* 

X 

Noun 

G 

Nqaii 

% 

Words 

<1 

Warm 


r«'| Iftii | En I Jr I Hit- 1 04: [ Trtlr I It I 

|m|»-|rw|<u| IMMCT 5 J 


Guardian morph steai attacks 
m 



Grashtrike 


fv 


Morph Siv.m 
n/ a m/a 


IWL 8 

: 42 

0 

V/- 20 
C/t 70 


llLton* 

* 

NPlft 

© 

ftnrm 

P 

Norm 

jit 

Worm 

X 

Wcnsi 

G 

Norm 


Wiwiii 


Worn 


>j » | a-~jTi'. |ii >-i | i t I 
jfT_hi~ | « [n*>| til |l.i| 


Grenade morph steal attack* 

Combatant *^ A 



i>.t [ T?r [jy [^i7riir| ~H) 

>1 |vi.[»l | .rt : 


Gross partner Mown 

M/A 


Anw- 



Guard 

Scorpion 


Morph Steal 
rtfft \f,\ 


Attacks 



! *» I n» ! tuf 1*1 a* f&V|T«fT TD 


Gun Carrier morph steal attacks 

rtf* n A ®* 4 ft ** fc * 



Gremlin 


Mokjni Stlal Attacks. 

v-prmn-i tewt 



a* [ [>■ | :n 1 f FI It/ I bV I I in I 

j* | *'• j hi | i n | yj | wi J gH |'intr| 


Griffin 


Area.— Couno Canyon 


m 


Morph Steal Attacks 

PHiQNU PHEBNIX tv, ^ JL- ' 


WL 

21 

HP 

/GO 

MP 

40 

EXP 

?M 

~G!L 

350 


AP 25 


S 

Flfltni 

f Hurrn 


Norm 

X 

Norm 

G 

Worm 

S: 

Worm 

& 

f'sprm 




i f sreiEm 


Grunt 


MOfiMi Sn:*i Attacks 

rtf* rf/rt fimkamtm 



Guard 

System 


Mokmt Si pal Attacks 

!tfA FtfA w *' 



LVL 

35 

HP 

7200 

I MP 

200 

| ■ 1 10 0 

at 

1200 


AP SO 


05 ftlflrm 

f liMnrl 

* 

Worm 

X 

Woiifi 

Q 

Monti 

=ff 

iWflun 

O 

Norm 



— 
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Ql 

Thr "cmKrt Ee>jl 

HP 

Kofijiert Kli f«k lew) 

w 

Honite-rt MJg t njlru EeirE 

nr 

Inference petals '<Jti 

OR 

OB n.vfi , .v;l (i>r JeriAliuiJ Wiltr 

.AC 

t^reinr^tintd 


4 

FJ P- 

Ncinii 

NCtfflti 


EK (1 



Obi 

Grille EilKt 

Mi 

■HFtfk 



tav 

lnvuctrsLIr 

Pin 

PsUsn 

t 

W*blr.^ 

Ah 

Afcunfc* 

Fir 

Pa ral> Ml 

X 

Eanh 

Qmg 

Cuttdsnijt 

Vn 

Steue 

X 

JVKfin 


In hnlE 

S$ 

^Dulv itutfl.r! 

Cl 

Gravity 

Sip 


.Vjn 

Manipulate 


WUft 

AM 

rctum 

Dlh 

IX-« b 

0 

WroS 

Cot 

fniiSu^inn 

Imp 

Impressible 2 d 

t 

Hah 

Sfl 

SdtflCf 





Slw 

KCu 

! Tfclrl, hwj ERWb PWlKer 



Oil* 

DifljVft 

’u'fn Nix 

No die; [ in 



Thlr 

Tnsfarm 


mnnsICF 


Harpy 


Arta— Cfllil 


Mown Stl-ai 



Heavy Tank 


Area— 


morph Steal attacks 

POWER FREON K 

source flf/rtN 



LVL 

24 

HP 

1600 

A IP 

25 

EXP 

340 

OH. 

1300 


¥ 

Nnnn 


NnTfn 

t Njiuii 

X 

Nunn 

X 

Nritin 

0 

linul 


Nfl;m 

s 

Nnrih 


[m I if riift l m I 'n 
| r v | p»< | 5 m | M \ H-~TT 


Heli Gunner M&wh 


A«fca— filling TRur.r 


Attacks 

ra<M **n\fi 



Helletic 

Hojo 


Area— Ui^ic 


.Won vi i Steal Attack* 
lift, tt/A 



Head 

Hunter 


Moitm Steal Attacks 

u!fi TllMUtUQ u * !k • m ** mf, 



Hedgehog morph &-zm 

Pi e H/A n/a 


Attacks 

rnQit* 



Hell House 


MORPH STEAL 

tif* 



Helletic Hojo Morph Stem Arr.LCKs 

'—Left Arm S| ' A 


ATCA-* Mifigtt 



Hard 
Attacker 

Area— I'e^fViatr Prsorr 


Morph Steal Attacks 

nfx HfA ******* 


m 

32 

HP 

2500 

mp 

ISO 

FXP 

750 

oi 

600 


--3 


, ' 'y i b t 

■ , - "-?■ 



Ntirin 

* 

Drill, I, 1 ? 

^ Nnrm 

X 

Norm 

X 

Nurm 

G 

Nenn 

‘ % ' 

DllMJ l. 1 ? 

S 

Nil mi 


[ h I 4. 1 I. ■ I Si j :.i. In - I lu,; Ijl 

| bh | i>* | fa ~ f |T] Mm p [ 1*1 ‘ * . | 


Head bomber mo^i 


Artis— Lara't L „rE 


■Efl 




■TjH 


LVL 

35 

HP 

1600 

MP 

200 

EXP 

640 

GP 

450 


A) 64 


¥ 

tid r in 

™iT 

Wcrin 

1 Norm 

X 

tierm 

X 

ticrm 

c 

Norm 


tiflrm 

tf; 

Nnrin 


'|Tt 7 | >4 I ph 1 n-n. I nrVTTr 

j | -i j »rf wl p[Trfr 


Heg 


Mokph Steal Attacks 

Jip^A l^i'A 



Hell Rider 
VR 2 

Area— ft. Condo: 


MoftHi Steal Attacks 

hi- hi- 

T'OTIG* POTTQW 



HP 

350 

1 MP 

SO 

EXP 

72 

GfL 

165 

ft, 

■v 

6 


V 

tiUrln 

a 

tiofm 

t Nunn 

X 

tiurm 

X 

FJjirm 

o 

Dmg 1J7 

Ss 

tidrm 


Mann 

t 

Nunn 


| K.|>~ [»< I » 


i[ [ an 1 tn [ ii' I ?|V I u-< i trd I h I 
| H [hm| t.i i l* 1 


Helletic Hojo 
—Eight Arm 


Area— luidgst 


Morph Steal Atia£h& 
Hfx f fa 
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Ijemnezmy Mow* Steal Attacks 


£I4\ 24 

A/m- m»fff.:raa*iftUi lf . T ^ 


W SO 


EXP 510 


GIL 400 


AP 50 


jenova- 

BIRTH 


Mown Steal Attacks 
Hfk n/a 


Hojo 


Mou hit Steal AirafKS 

Ufti 


Hundred 

Gunner 


Moum Steal ait^hs 

AUK HIMOl **nrtlnW»* 
AfiltUlflY WtlSLLlUT * 1 '" 


Joker Mww Steal Ai tacks 

HA P(/fl 


M«wi Sifju A macks 
nfa ttfx 


Ice Golom 


Mdrrh 

M/il 


ATTACK* 

Em wit lit" 


Jenova Life stcu Am® 

uJa hJa **•* 

Enemy Stfll-ftp;i![i[^ 

Anti— CiLv at ft* MiiHtti jq^ 

MP 300 
EXP 4000 
GIL .IMP 
A." 350 


IWL 30 

Ara--**<fcMHl« Hj , Z4M) 


jenova- Moiow Steal Aiiacr* 

DEATH "ft "ft ’y|< Wti 


JML 

25 

HP 

500 

wr itio 


320 

ClL 

334 

Ar 

30 


I te HEti g i sig i iiia B 


AT tl— Mic-tutn 


Icicle 

Area— fn»f*v off 


Ironite Mown Steal Attacks 

«/ A F'MivniX 

□OWN *'** 


wr ioo 


Jersey 

ftacmj SkiJt- ftf* 


Mourn Steal Attacks 

k/a iumd i>-^^ 

FTHffl " P 


Steal A hacks 
h?a »* *• 


Mujtni Si mi Attacks 
h/a *tfA '•♦‘nht 


A Dbl E» 
0 ON EH 


r.vi $00 

sso 

Ar 4S 




MoKKii Steal Attacks 
hi* nr/a 


ii 'j 30 
tit 3 W3C 


* 

DW Iff 

_®_ 

Abb 

F Nfifiii 


vr 300 


f V 500 


p WCrfMl 

f Worm 




<»;„ o 




lvl ik<a4HFtei*slrh'l 

HP SVtfiCtf i Hit W+i\ 

'■K 1 ^aMrt .M 3 ij -: IViinL Scwl 

UIP Expjrwn« psovs ^in?d 

ill I. iii I fefr,v;i1 frir i;Sr.it ^ mcruEej 

ft? t,ipt«K r (£f gJilUfi 


1 

Hire 

Munn 

>9 

fee 

m 

1 

Li£htrj-tJ 

In 

AM 

A 

Ltctth 

amjt 

X 

P&*54l 

G 

Gtrafty 

fl|J 


wjtet 

Hr. 

§ 

Wind 

Cqei 

t 

Bety 

St! 


Kvf 

D* 

lrs.'r 


NUlll 

&|> 

5*3? 

UnJfie LlTe: t 

&fk 

BuFSiiiN 

InvijJiwatlr 

?wi 

PCHCSfi 

AMflrtm 

?.ir 

torahiii 

CfM 

Sin 

SiOTH 

LT, lull 

SS 

Skw3y ilsnc 

Sli?P 



RKUttl 

IXh 

EJeim 

CanfustoJi 

Him 

Irrifir^silitf co 

fllefttt 


fljJU 

situ 

rtifU 5jx] EffiyfS iiituHJfr 

Dartwnsss 

c&in toil Sty elite i on 

Truniltmn 


mDrewt 



Kimara Bug Morph Steal Attacks 

hirmtss sftDfjt 

mi 

f.VJ. 14 # N«in 

«p ™ ! HZ 

7^1 

i.f.r Jft Jm Warm 

^ 190 g M 

vaRf 

iT// 57ft & Nnrm 


A! 1 IB f ’■Juriii 

U J I Fit I tn f If flirt [ DF | III} | 5* j 

3r i | Hr | 111 J III | SS f | 4*1 f In [ 


Kalm Fang Mon™ s™ attacks 

m- CTBtft 

potion 



King 

Behemoth 


Mouimi Sti'Ai Attacks 
rtfA PHOfJPX 
DOWN 




N«ttn 

t 

Non* 

JL. 

Ntno 

X 

Rem 

0 

Drug; Jft 

■ V 

NmTII 

$ 

Ni-rm 


IIP 

18,000 

1 MP 

560 

| i’.VP 2000 

Ctl 

950 


Land Worm Morph Steal Attacks 

U?A TUflfiil 

ethm 


Arctu- C drrl Prfccn DeHrt 



LVL 22 

* 

ft 

IlfuH V H 2 
Dili Ml 

Hi‘ 1500 ’ 

t 

Ncnn 

ifp SO 

-k 

IhVul 


X 

H<WT) 

EX ' 400 

a 

Dug 1/3 

<j!L 256 


Uvm 



Norm 

Ay 40 

f 

IJarm 


Sp 1 Mil . till II 

1 : ■■■ 

| D* J Tut l 

IK 1 r*, iv r | Sli | 

1 

[Hut (■} [1 


ftp. 

5? 


Lessaloplolh MoRni Steal Attacks 

PHOENIX PHOENIX w MtjL&ivrt 
tKJViTi DOWN ’***"-"■ 



lei-Jul 

f 

Namt 

J* 

H6im 

X 

IavlI 

a 

Invul 


Norm 

$ 

Invul 


HP 

2000 

MP 

400 

EXP 

920 

GIL 

800 



Lost Morph Steal Attacks 

Number K|, “ *'» 



Art4— S^hra Kifrftort 


JM 35 
HP 7COO 


Norm 







Jumping 


— 

TACKS 1 


morph Stkal Attacks 
a-HTARcrn mix *** *•*■** w 


Kelzmelzer morph Steal Attacks 

ANTIDOTE ANTIDOTE J** l,aij>;.h 


M&dOUge Morph Steal Attacks 

Hi- GBAJID *»■*•* 

TOTlON C40VE 


Kyuvildens morph Sipai attacks 

HP H?A < *' w 

POTION 


Ana» kxmI Tflwr 
Xlbtl Ml}. 


LevHKon Mount St hi AitaCKS 

at- ftafH imewm***** 

POTION 


WL 14 


Aft®" dsstfe Fur- 
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LVL ID 




thKOCll r.lf!‘: 


HP 120 


\'r o 


EXP 55 


c;a 135 


Marine Mount Steal Attack* 

tt/A SMI MM *■*!•* 0««it 
CEFfTtfE 


Mighty Mount Steal Attacks 

Grunt w'» M* *l$$£r 


Moth Morph Steal AtuCks 

Slasher «* ™»* 


Malldancer 


Anea— Bom VHiqp 


Morph Steal 

Jt'PIITlOK PHC'itJIJ 
MWK 


LVL 

32 

HP 

600 

MP 

100 


500 

GiL 

700 

VP 

56 


Master 

Tonberry 


Morph Sttal 

Kf* rum 


Attacks 

hnn i iolfi 


Materia 

Keeper 


Morph Stlai Attacks 

lifA H?A «|Hu^hilGi*Jka 


MP 400 


EXP 6000 


Gtl 6SOO 


AP 200 


Mono Drive Morph Steal Armens 
wto rfjk 


Motor Ball 

ArcJ — 1 5 liinrj lcw.tr 


Magic Pot morph Sji-,m Attacks 

MAR K/A *' lV * rt 


Apca— -In? LYjicr 


US'- 46 

A/' SOOO 


Morph Sr^u Attacks 

Jf/A m/a iu h**t&#* 


Mr 34 a 
EXP 250 
GIL 4011 
AP 25 


lm 


-*T»- 

1**1 

1 ™ 

I'flsrp! 1 



rir 1 ir j 


FT 



Mirage 


Morph steal 
n/a k/a 


Morph Steal A mom 
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